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>foil CAN PLAY THE MOST 


ORIGINAL GUN ACCESSORY INCLUDED IN GAME PAK. 
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REALISTIC COPS-ON-THE-STREET action 


so INTENSE YOU’LL WONDER WHERE YOUR PAY CHECK IS AT 


THE END OF THE WEEK! TEST YOUR SHOOTING SKILLS AGAINST 


THE MOST DANGEROUS CRIMINALS IN TOWN, IN A FAST MOVING^ 
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The tide is high and we’re having 
fun... sang Blondie. Still we’ve got 
no time for such things - here as 
‘they’ say is the news section: 

The censors are coming p 6 

Starfox II 32 meg? p 7 

Manga-watch p 8 

The sports war is on! p 10 

The ultimate adaptor p 11 

The idler’s dream ^ p 12 

Virgin to act sensible p 14 

The peace keepers are here p 15 
Movie, game and video p 16 

the cartridge 
family p24 

Room 101, the interrogation room, 
the ponderosa parlour, the place 
where we all sit on a sofa and are 
asked a question. Whatever you 
want to call it you’ll find it on page 
24 and the question this month is: 
What work of artdo you I? We call it 
the living room - but we’re 


Madden ’94 
Wolfenstein 3D 


pgtips 


PG can stand for many things - 
some of them rude (Floppy Guff), 
some of them arty (Peer Gynt) and 
some of them silly (Pfddsjfd 
GDA;jD;khf). In this instance we 
have no idea what they stand for. 

So this month we tip: 

Zombies, Super Mario Kart, Smart 
Ball, Mortal Kombat, B. O. B. and 
Super Battle Tank. Plus Game 
Genie codes for Prince of Persia, 
Cybernator, Gods, Pugsley’s 
Scavenger Hunt, Super Tennis and 
Mortal Kombat 

There are also maps, guides and 
tips for: 

Mega Lo Mania p 52 

Flashback p 54 

F-1 Pole Position p 58 


subscriptions p 77 

The art of subscribing is fully tipped 
and explained in this regular money 
spinning feature. Why don’t you set 
up a magazine and make money 
from subscribers? Find out how to 
do It here. 

back issues p74 


Last month, funny bits permeated 
Game Zone, not to say that there 
was a vacuity of incisive comment 
or a postal voter of... well anyway 
that’s enough from Roget, heh heh 
erm take your second bite of the 
cherry... HERE! 


geez 


Letters, there are lot? of humourous 
euphemisms for letters... actually. 

in tbe pipeiine pso 

We wouldn’t be the world’s leading 
aerospace technology magazine 
if... hang on a minute, this is all 
wrong isn’t it. Here are some 
previews while we try and sort out 
what went wrong: 

Jungle Book p 80 

Yoshi’s Cookie p 83 

Lemmings 2 p 85 

X-Kaliber 2097 p 86 

FIFA International Soccer p 88 

back pocket p9o 

Game Boy is all about rude 
onanistic humour. Except in Game 
Zone that is. Experience, wit, 
sophistication and a certain, almost 
undetectable trace of... oh it’s 
gone. Here’s Jungle Book. 


Speed Kicev 


He’s travelled all the way from the 
sixties to be with us today. The most 
stylish of all racing drivers has made 
it onto the SNES and Game Zone 
takes a peek at the iatest racer on 
the street. 




You're Dethpicable! p2i 


Cartoons don’t haif 
iook gorgeous when 
you get them on a 
consoie, the only 
problem is they play 
really badly - we 
look into the 
probiem. 


StereoStereo 


Find out the reason why stereo could 
change your life, or at the very least your 
playing habits, nope I was right thre first time. 


GflfnE SOME 










Ren and Stimpy © Nickelodeon; Batman and The Joker, Taz-Mania, Tiny Toon 
Adventures, Daffy Duck and Marvin the Martian © Warner Bros; Tom and Jerry © 
Hanna-Barbera; Mighty Mouse © Ralph Bakshi (probably); The New Adventures 
of George Formby © T»HQ International. And those Animaniacs, eh? “Sire?” 
“Wait ’til we're alone.” I mean, come on. Rascals. 


Is that a bomb on your head or are you just pleased to see 
me? Ah, it’s you inspector - that’ll be a bomb then. 


Doing the mag types: 

Trenton Webb (Editor), Jon Billington (Art 
Editor), Simon Kirrane (Deputy Editor), 
Jonathan Nash (Staff Writer), Simon 
Jones (Grabbing Mac Man), Tim Tucker, 
Tim Norris, Daniel Pemberton, Duncan 
MacDonald, Patrick McCarthy, Rupert 
Sliwa, (Contributors), Stuart Baynes 
(Photography). And a special thanks to 
Liz ‘ooh arr moi babber, I baint know 
what yew’re tawrkin about’ Duffin. Bye 
Liz, bye. Bye bye. 


Producing the mag types 

Alison Morton, Rob Bennett (Advertising), 
Chris Stocker, Heath Parsons, Jon 
Moore, Mark Gover and Simon Windsor 
(Linotron and Scanning) Frances Wasem 
(Production), Colin The Publisher 
(Publisher) Sue Hartley (Circulation 
Director), Greg Ingham (Joint Managing 
Director) Chris Anderson (Chairman). 
Printed In the UK by Garnett Dickinson. 
Buonglorno Badessa, e che bella 
mattinata, non e vero? Comunique, 
venendo alpunto: ci sta Inseguendo uno 
banda di assassini spietatti. Come vede, 
sono stato ferlto gravemente, forse anche 
fatalemente, ed il mio amico qui ha 
bisogno di mutande pulite eduna 
trasfuslone del sangue. Quindi, 
potremmo apporofittare della sua 
gentilezza per cibo, alloggio e un posto 
sicuro finche non sia passato il pericolo? 

“it’s dorky day!” 

Nintendo, Nintendo Entertainment 

_ System, NES, Game Boy, Super 

I Nintendo Entertainment System, 

I _I _ Super NES and Super Nintendo 

Scope are trademarks of Nintendo 
I I ill I V of America Inc and its associated 

I I companies. All rights recognised. 

I Game Zone is an independent 

■ LE/SL/RE magazine, in no way connected to 

Nintendo of America Inc - and we'll 
fight anyone who says differently. 

30 Monmouth St, ah material in the magazine is® 

1994 Future Publishing. Game 
Bath, Avon I Zone is a monthly publication 

printed in the UK. We haven't got a 
BA'i 2BW gag for you this month either... but 

0995 we could tell you about Defoe's 

■ ei Crusoe. Robinson sees a 

Fax 099S AABOIS shipwreck, takes off his clothes, 

swims to the ship and fills his 
pockets with random items. Clever. 


This chap reminds me of a cartoon character called 
Devlin Waugh... how about you? 


In your face! Actually this isn’t a scene from Akira it’s 
Soccer Kid, he’s got a ball and he knows how to use it. 


The net is open, the player’s on the puck and as if by 
magic - wahaay! Find out more on page 30. 


Mega Man X 


Channel crossings haven’t been the same since the 
French got all shirty about lamb. 


It’t the infamous metal howdah of doom. Teddy Roosevelt 
used to have one of these you know. 


The man who revitalised the idea of soccer stars with 
dodgy barnets endorses a game - at last. 


Lester the 
Unlikely 
































game zone 


news 






Now I like sport. I really really like sport. I’ll 
watch It live. I’ll watch it on TV. And I 
particularly like watching it on a SNES. 
Madden NFL '94 is a brilliant two player 
game, in both team and competitive mode. 
NBA Jam is a hoot, especially with a Super 
Multitap and four players in on the action. 
Fine, I like It, but Isn’t ail this sport’s 
nonsense getting a little out of hand? 

SNES software follows (and In some 
cases dictates) fashion cycles. The first part 
of last year saw the beat ’em up wars, when 
ail the publishers and their mothers tried 
desperately to get carve themselves out 
market before Mortal Kombat and SFII 
Turbo arrived on the scene. This year It’s 
going to be sports. 

We are going to be hit by a huge wave of 
sports sIms and arcade action games this 
spring. These games are going to have a 
tough time as they have face heavy 
contemporary and historic competition. 
Madden ’94 was just the most complete sim 
yet seen. To beat it you are going to have to 
get really serious. To beat NBA Jam - a 
stripped down action arcade - you’re going 
to have to be seriously original. 

But the slew of sports titles on the way 
this spring and summer means that we are 
going to get drowned in a sea of 
nonsensical claims about obscure features 
that no-one really cares about and fewer 
use. Sure the rewards for winners of this 
sports war will be huge, but the losers will 
be both players (who’ll have to sort through 
a sea of software to find the best cart) and 
publishers (the 
competition will 
be so stiff that 
even an average 
game will fail). So 
why bother? Why 
does everybody 
HAVE to have a 
basketball game? 

Aren’t there any 
other brave new 
game ideas?^H 


Trenton Webb 



monitop man m 

bloodspattered 

death test 

As foretold exclusively in Game Zone 16, censorship is creeping 
towards the video games industry. 

On Wednesday 9 February ELSPA announced the 
introduction of a self regulatory system of age ‘suitability’ 
ratings. That means stickers on boxes indicating whether or 
not a game Is suitable for specific age groups. 

The stickers feature ‘Monitor Man’ a ridiculous grinning 
TV - or as he should be known: Marketing Man, 

Smokescreen Guy or Pretend Warning That Nobody (Least 
Of All Parents) Are Going To Take Any Notice Of Bloke - 
who lets you know with which age groups a game is 
suitable for (0-10,11 -14,15-17 and 18+). 

The self regulation means that the people who actually 
decide upon the games classification are the software 
publishers, in other words the people who created Mortal Kombat 
are the same people who will decide what rating it will get. There will 

be a helping hand 

from the Video Standards Council though, the 
organisation that classifies videos. 

If this were a cynical news item it would 
suggest that the only reason that the system has 
been introduced is to prevent a legally binding 
system that many believe is just around the 
corner anyway. Still this is a naively trusting 
news page not inclined to believe such a 
pessimistic point of view. So there. 

At the launch the regulation people in 
costume romped around. Sonic, Alfred Chicken 
et al ad nauseum, sadly though Sub Zero wasn’t 
there to remove anyone’s head and spinal 
column. The newspapers were there to take an 
active Interest in the games classification. The 
lady from the Times talked of game characters 
bopping each other. While Peter Luff MP 
appeared to be deeply: concerned “as someone 
with two video game playing children in my family, I can see how much easier this welcomed initiative 
by the computer and video games industry Is going to make things for mothers and fathers.” As well 
as being MP for Worcester Peter Luff also works for a public relations company. 

The Guardian's news story on the event uncovered this caring parent and shop owner Mike Moffitt. 
Who told them, “I’ve got two kids and I don’t want to sell anything that might be harmful to them. I’m 
all for tighter controls, provided they don’t affect trade.” Mr Moffit continued to explain how he had 
refused a 12 year old a copy of De Luxe Strip Poker. So it’s not ail profit you see. 

Under the new rating system the following big Christmas sellers would be graded as shown above. 


For Ages • Pour Ages • Para Afios • FOr lahtcn 

0-10 ^ I [lM4 ^ ) 

hVl f 


18 + 


COFVHIGHTC) IWl. EVIOmN lEISl'KSOmrUE 
. FUBLEHEIIS ASSOOAm U1 nuns KSEinil) 



0-10 FIFA International Soccer 
11-14 Jurassic Park 
15-17 Mortal Kombat 
18+ No game as yet. 



Dominlk follows tho 

wright lead 


Ex-GamesMaster Dominlk Diamond continues to 
sway the nation’s video games punters. 
Following the recent Radio One shake up, DD 
has moved along with host Steve Wright to the 
prestigious morning slot. Now at 8:00 am every 
weekday morning he’ll be giving out the 
lowdown on the latest stuff. But, who wants to 
know about videogames at eight in the 
morning? I mean to say. I can barely face the 
floor at that time, maybe a bit of dry toast if 
I’m feeling adventurous... 








































games go to uni' 

The first degree in interactive game design has 
been validated to both Bachelor and Masters 
level and the first students will begin the course 
at Middlesex next September. 

The course, which was eagerly supported by 
softies like Domark, Ocean and Sega, is seen as 
an important springboard for new programming 
and design talent. There were fears that while 
the established stars of today - such Sensible 
Software - grew up both playing on and with 
computers; the next generation may well have 
been stifled by the growth of the consoles. 

Now students will be able to work with 
development kits supplied by the hardware 
manufacturers and experience with the 
pressures and problems faced by real coding 
teams through placements. Which all sounds 
rather good. 



Featuring a unique graphic style Spell Craft 
looks set to be one of the most approachable 
RPG’s of recent years. Gone are all the normal 
maps and small sprites and in their place are 
half-screen high characters that do battle, right 
in your face. 

Good looks are Spell Craft’s initial hooks, 
used to snare you into playing. Once you do 
start then the subtle spell-mixing system comes 
to the fore. Yep, rather than the normal RPG use 
what you get nightmare Spell Craft allows you to 
make your own magic from the items you find 
lying about this fantasy world. It sounds 
intriguing (if a little like Mario Does Chemistry). 

consoles are 
not toys 

Disgruntled ‘traditional’ toy manufacturers have 
claimed that surging domination of video games 
within the toy industry is slowing - although they 
did stop short of saying it had stopped. 

Video games now account for some 40% of the 
entire toy sales. Activity toys came on strong 
last year and board games made a bit of a 
comeback after their previous thrashing by 
computer and console games. These peeps 
appear a little out of touch though “video games 
cannot be played by whole families. Board 
games can” one delegate at the Harrogate Toy 
Fair remarked. He obviously hasn’t heard of 
Multi-taps, Madden, NHLPA, Bomberman... 


news 



game zone 


star fox U 



Fox McClure was actually named 
after The Land That Time ForgoVs 
famous Doug you know? 


The long awaited, in fact it seems like a life-time, 
sequel to Starfox is finally taking shape. And it 
looks like being quite a huge shape indeed. 

Word is that the current prospective cart size 
ranges right up to 32 meg - which seems more 
than little rash. 

The size difference looks to be due to two 
major improvements in the classic 3D polygon 
space shooter. Firstly there will be a split 
screen two-player mode, but it’s the 
second rumour which is more important, 
namely that Starfox II will feature an open 
environment for players to explore. This 
means that unlike the first game where the 
path was largely dictated, now you should 
be able to fly anywhere in the game world 
you want, which should seriously up the 
gameplay potential. The 32 meg rumour 
though has to be taken with some 
scepticism on two grounds i) the sheer 
expense - SFII Turbo and Mortal Kombat 
were 20 meg games and they cost £60. ii) 
polygon games use considerably less graphic 
data than sprite games, as only the 
coordinates and colours have to be stored so 
the in size seems somewhat dramatic. 


32 



Fight wizard, 
fight like a 
bloke in a 
white dress. 

Oh no, the 
ultimate 'fit all 
caption’ hasn’t 
filled the space 
available. 


berlin gets 

digitised 

TV and console celeb’ Violet Berlin now writes a 
regular column on C4 computer games teletext 
magazine Digitiser. Despite being in Spectrum- 
0-text Digitiser claims over a 1,250,000 readers 
per week, which makes it pretty prestigious. In 
fact VB was so impressed she was quoted as 
saying “I’m flattered to be invited to contribute 
to such an august organ. Despite my pretty 
hectic schedule as a TV presenter, I always find 
time to watch Digitiser”. What we want to know 
is, how you watch a text only screen? 


you could 

be playing... 


Last month saw the annual toy fair at Olympia. 
Game Zone nipped down there to see what 
toy vendors would have us playing instead of 
video games. 

...grin and bear it 



Play G&B and 
become a slaverinc 
clown - apparently 


A while ago, someone had the ever so bright 
idea of releasing ‘after-dinner’ games, the ever 
so bright part being they didn’t have to worry at 
all about the quality of the games because 
guests would be too polite to complain. Grin And 
Bear It is another £10 box full of some cards and 
not much else: in this case, the cards detail 
Hilarious 
Situations The 
Players Will Find 
Themselves In, 

And Which They 
Must Endure 


Without Laughing. 
Suitably inspired, 
we ourselves are 
currently 
attempting to sell 
Cry Baby Glug 
Glug!, an after- 
dinner game where 
contestants tape 
open their eyelids 
and dip their 
heads into bowls 
of vinegar until 
someone drowns. 
































Rumik World 


All Purpose Cultural Cat-Girl 




Golgo 13 


Hhe Professional 


Golgo 13 - The Professional 

Cert 18 

£8.99 

Running time: 93 mins 
Manga Video MANV 1027 


Hollywood comes 

Interplay 

Another media-mega corp has taken an interest 
in software publishing with MCA Universal 
taking a minority stake in Interplay. Interplay will 
remain an independent publisher, but with the 
comforting knowledge of that one of the biggest 
companies in the galaxy are there to back 
them up. 

The deal will obviously open a number of 
licence opportunities for Interplay, but this is 
not the major motive according to Interplay 
MD Brian Fargo “Sure there will be some 
licences that come up through Universal... but 
there will also be some that are passed on. 
We’re looking beyond licences, beyond movies. 
It’ll be great to have access to film sets and 
stars and special effects”. 


the most 

"interesting" 

peripheral in histery 


That was how we can describe the totally 
awesome concept of an visionary idea that is the 
Video Veil. With the mind-blowing power of a 
thick woolly blanket the Veil blocks out all light, 
so you can see the screen of your hand-held 
properly. Only unlike a thick woolly blanket, it 
fits snuggly to the head. It even doubles up as 
Darth Vader disguise on weekends. All this for a 
mere £20. 

So no more ‘light on screen’ blues. Now if 
your games are polluted by heavy ambient 
illumination on the bus/train/etc you can whip 
out your Veil. You may miss your stop of course. 
And it shouldn’t be worn while driving... 

For more info write to Flash Jack Productions, 

19 Abbey Rd, Park Royal, London, NW10 7UN. 


One of the best titled manga video ever is set 
to see a UK release this March. Nuku-Nuku 
(which is some Japanese pun about cats 
apparently) is the occidental title for All- 
Purpose Cultural Cat-Girl - which has to be the 


best name for a film EVER! Details about the 
movie are still a little patchy, but we’ll have full 
details next month when new manga makers 
Crusader Video make their auspicious debut. 
Hurrah etc. 


Little boy likes little girl. Innocent kids promise 
to stay together forever. Little boy grows up, 
discovers beer, cars, football and other girls. 
Little girl turns out to be ancient Japanese 
demon. Demon decides to hold little boy to his 
word. All manner of chaos ensues. 

A daft(ish) tale but one that makes for 
reasonably good watching. Curiously this 
movie is based on the work of the same artist 
who created Ranma 1/2 of SNES fighting 
game/crazy sex change fun. 


If you thought that Crying Freeman was nails, 
then make sure and vwrtch thiSr-Go/go is a 
minimal 60’s style film with stupidly strong 
people going at each other hammer and tongs. 
With some audaciously silly shoot outs-and car 
chases this is one for some slick silliness. 

Guns are fired ridiculously long distances with 
unerring accuracy, weapons used to 
devastating effects whilst held in the most 
preposterous manner and ^ople taking their 
clothes off for no apparent reason whatsoever. 


Rumik World: Laughing Target^ ' 

Cert 15 

£8.99 

Running time: 49 mins 
Manga Video MANV 1033. ^ ■■ 


iCOMING SOON! 
























































KS AND STO| 
MAKE HIM Gl 
lU REAUY TI4 


* Hilarious head to head 

1 or 2 player fighting action 

^ Huge 16 Meg cartridge 
with unreal graphics & 
fully digitised speech, 

* Loads of mind • 

boggling hidden^^^^^ 

combinations, 


£ BIGGEST characters 
^ ever seen in any 
^ SNES game. 

i Versus mode to 
H match your wits 
against your friends. 



© 1993 Interplay Productions, Inc. All rights reserved. 
CLAYFIGHTER is a trademark of Interplay Productions, Inc. 


2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 4LZ • TELEPHONE; 061 832 6633 • FAX; 061 834 0650 
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or you could bo 
, playing... 

ad mad 


A new board game which is basically Trivial 
Pursuit, except all the questions involve ads. 
For example, sing the theme tune to this ad, 
complete the slogan of that ad, name the star 
of the other ad, and so on. A truly horrible idea, 
designed solely to keep the ads in the mind of 
the public. We here at Game Zone deplore this 
sort of commercial tat. Yes, Game Zone - the 
last defenders of good things. Vote Game Zone 
for a better Britain and remember to order a 
copy from your newsagent today. It’s only 
£2.50. Tell your friends about Game Zone and 
make a note on your Christmas list for the 
Game Zone 



oh my god 

we're 

converging 

The games development community is 
“positioned at the heart of the converging 
entertainment market”. Which either means 
we’re ail about to be crushed as music and films 
digitally collide on each side, or that games have 
finally been recognised as the fine and 
respectable endeavours they truly are. In 1994 
ail those ‘industry pundits’ are betting on 
cartridge and CD being the formats to be seen 
on, with SNES and Mega Drive fighting for 
dominance with CD-i, CD32 and PC FMV. 
Apparently games are finally set to become 
Interactive movies in 1994. Again. Just like they 
were in 1993. And 1992. And 1991... 


on rope PUS 



The Street Fighter II bandwagon continues to roll on apace. Recent rumours concerning the 
legendary fighting game insist that Capcom are to convert it to the forthcoming Sony 
PSX system. But they are apparently not satisfied with just taking the 
latest and most sexy version - but all the previous 
permutations as well. 

The Sony will run from CD you see, 
and to fill the disk up Capcom plan a 
Street Fighter Legends compilation, 
which should star SFII, SFII 
Championship Edition, Street Fighter II 
Turbo - Hyper Fighting and finally 
Super Street Fighter II. Which is a neat 
bundle of games, but doesn’t everybody 
and their mother already have at least 
one of those variants? So the desirability 
of the PSX CD must be diminished 
dramatically. 

Sony gets the latest, hippest, 

trendiest gameav*Hike 


I (eel Ike baseball tonight, 

baseball tonight.. 




The sports wars are hotting up. Sony are 
bringing ESPN Baseball Tonight to do battle with 
Nintendo’s own Cal Ripken. Boasting top notch 
commentary, 15 000 frames of player animation 
and ‘unique game footage’ it seems Sony have 
fully joined the sporting fray. 

1994 looks set to be a brutal year for current 
SNES sports kings Electronic Arts who are under 
attack on all sides. Acclaim have staked their 
claim with NBA Jam while Accolade have signed 
Charles Barkley for Shut Up And Jam. Nintendo 
themselves have produced Stanley Cup Hockey 
(p 30) and Accolade have just unveiled Brett Hull 
Ice Hockey both of which do battle with EA’s 
NHLPA ’94. 

ESPN Baseball Tonight piles further pressure 
on an already heavily saturated sports sIm 
market. With the Winter Olympics just gone and the World Cup ahead, it’s going to be a long hard 
summer for sports fans. 

For the publishers the rewards are huge, if they manage to replicate that magic Madden 
formula. For players the benefits are massive attention to detail as the sims 
compete to out ‘train-spot’ each other. Sony for example have hooked up 
with the noted sports network ESPN for their series of sporting 
events. 

Over the coming months we can look forward to: NBA 
Jam, NBA Showdown, Slam Masters, Charles 
Barkley! Shut And Jam!, NCAA Basketball, 

Jammit!, Goal! 2, Ryan Giggs 
Soccer, FIFA International Soccer, 

World Cup Soccer ’94, Bill Walsh 
College Football, NFL Quarterback 
Club, NFL Football, Sports Illustrated 
Football, Super Play Action Football, 

Madden ’94, Stanley Cup Hockey, 

NHLPA ’94, Brett Hull Hockey, ESPN 
Baseball, Cal Ripken Baseball, Ken Giffey 
Jr Presents Major League Baseball, Super 
Bases Loaded 2 and Tecmo MLPBA 
Baseball - to name but a few. 































Datel have unleashed a new adaptor that works 
for all kinds of cart (UK, US and Japanese) on all 
three variants of the SNES. Until now adaptors 
have been a retroactive science, with the 
adaptor becoming obsolete as soon as a new 
style ‘anti-import’ chips are devised. 

The Programmable Universal Adaptor gets 
around the NTSC, PAL and speed problems with 
the use of special codes, which configure the 
converter specifically for each specific SNES 
and cart combination. This programmable 
element means that not only will the adaptor 
work with all the current games and systems, 
but it should also be ‘future-proofed’. If a new 
security chip is employed then all the adaptor 
will need will be a new code, which Datel 

promise to publish as soon 
possible. 

Retailing for £24.99, 
more details of the 

Adaptor are 

y available from 

1 lia Datel on 0782 

A ■■ 744324 


Marubeni have announced a bumper crop of 20 
SNES carts to be released before Christmas. 

The most notable of these, in terms of future 
gaming, are Data East’s Side Pocket and JVC’s 
Dungeon Master. This could be the beginning of 
a publishing deal between Marubeni and the two 
softies who have enjoyed only occasional 
releases in Europe. Their movement into Europe 
can only be considered a massively good sign 
that more great games are coming our way. 

Of the other games on the Marubeni hit list it’s 
the SunSoft batch that catch the eye with Bugs 
Bunny, Super Hockey and Taz Mania 2 on the 


Super Mario Kart 
Nintendo £39.39 


Aladdin 

Capcom £49.99 


Mario All Stars 
Nintendo £49,99 


Starwing 
Nintendo £44.99 


Hah! Take that 
you evil import 
cart - you will play 
on a British SNES. 
Damn your eyes. 


Cool Spot 
Virgin £44.99 


Bugs Bunny is 
coming. So here’s 
pic of Daffy Duck. 


Mortal Kombat 
Acclaim £59.99 


Nigel Mansell’s World 
Championship 
Nintendo £39.99 _ 


Zombies 
Konami £49.99 


PGA Tour Golf 
Electronic Arts £44.99 


i Sensible Soccer 


' Renegade £44.99 
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game zone 


agenda. 


Chart compiled by Gallup © ELSPA 1994 
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This isn't really the punchline for 
the Lemmings Strip- honest(ish). 


Nintendo C19.99 


Paperboy 
Mindscape C21.99 


1 


Zelda - Link’s Awakening 
Nintendo C2A.99 


Super Mario Land 2 
Nintendo £24.99 


Super Mario Land 
Nintendo £21.99 


Mortal Kombat 
Acclaim £29.99 


Lemmings 
Ocean £24.99 


Jurassic Park 
Ocean £27.99 


9 

m. 


Tiny Toons 
Konami £24.99 


Nemesis 
Konami £21.99 


The Super Deck Converter, Hornby’s whizzy 
SNES to NES adaptor, will never see the light of 
day now. The weak pound and vicious NES price 
cutting seen last Christmas have forced the 
cancellation of the project. 

The target price for the converter was 
approximately £35, but the relatively strong 
dollar made this unviable. Now the NES price 
drop, down as low as £30 in some instances, 
has stopped the peripheral for good. With a real 
NES costing less than a converter its chances 
seem pretty slim of making a mark. Shame. 


video jukebox 

Are you lazy? Are you really, really, bone Idly, total lethargically lazy? Well you’ll be wanting a Video 
Jukebox, one of Hornby’s latest range of wonder widgetts for the Super NES, as it allows you to 
swap between up to six carts at the press of button. 

The Jukebox Illustrated here is one for Mega Drive but a SNES variant is already in testing and 
should be available this June for about £45. It will be able to store six cartridges simultaneously and 
allows you to toggle between them at just by pressing a button. What’s more - more than one Video 

Jukebox can be stacked on 
top of another, upping the 
choice of games from 6 to 
12 to 18... 

The obvious use for these 
machines will be stores 
who will able to show off 
games without the worry of 
having their carts nicked. 
The home user will simply 
benefit from a tidier floor 
and less wear and tear on 
the cart slot itself. 

We’ll carry a full review of 
the Video Jukebox when it’s 
released this summer. 


The people behind Robocop Vs Terminator 
comics have unveiled their latest cyber comic 
characters: the Lemmings. Dark Horse have 
switched from their normal adult style for Max 
Overload, a comic based solely around 
computer and console game characters. 

The Lemmings, Toe Jam & Earl, Chuck Rock 
and Greendog are the strip stars of this new 
monthly comic. With features tucked away in- 
between the stories the whole thing is a little 
schizophrenic, but still eminently pleasant. But 
why a comic? And why Greendog? 


comic OV 





















































ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW 1J\NE-H0RSF0RTH 

LEEDS LS1S ADF 

Dimm im ui w 


05-32 5 - 9 - 0 - 0-77 

LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS: 9am-7pm Mon-Fri • 9am-5pm Sat. and Sun. FAX NO: 0532 586523 


Our premises are bulging with games, 
so if you don't see what you want do not 
despair Just call! All Postal orders and credit 
c^rd purchases will be whisked to you the 
same day. All prices subject to change and 
availability. Post and packaging - Games 
£1.50 - Handhelds £5 - Consoles £7.50 


SHADOWRVN. 
7th SAGA . 


CHOPLIFTER HI. 

ZOOl, . 

YOimrG MEKLm . 

EMPIRE STRIKES BACK . 

BATTLE CARS . 

CLAYFIGHTERS . 

MEGAMAN X SOCCER . 

TURTLES TOURNAMENT FIGHTERS. 

ART OF FIGHTING . 

BOMBERMAN &> MULTITAP . 

LUFIA (RPG) . 

MARIO'S TIME MACHINE .. 

METAL MARINES . 

RIDDICK BOWE BOXING . 

MR NUTZ (UK) . 

DESERT FIGHTERS . 

EQUINOX . 

CLAYMASTERS . 

FLASHBACK (UK) . 

DENNIS UK. 


SOUL BLAZER . 

PALLADINS QUEST . 

FINAL FANTASY D . 

AERO THE ACROBAT . 

ACTRAISER D . 

SUNSET RIDERS . 

DAFFY DUCK . 

COOL SPOT . 

STREET FIGHTER TURBO . 

MARIO ALL STARS . 

GOOF TROOP . 

OPERATION LOGIC BOMB . 

MECAROBOT GOLF . 

IREM SKINS GOLF . 

NHL 94 . 

BRETT HULL HOCKEY. . 

NBA SHOWDOWN . 

TECMO SUPER BOWL . 

JOHN MADDEN 94 . 

MVP FOOTBALL . 

TONYMEOLAS SIDEKICK SOCCER. 


nEGAnAN X 

£ 54:99 


' (+£1.50 P&P) 


SECRET OF MAM 

£ 54:99 


{+£1.50 P&P) 


20/20 BASEBALL. 

MYSTICAL NESJA 

E.V.O . 

SUPER MARIO KART . 

STAR FOX . 

TRODDLERS . 

WIZARD OF OZ . 

SOLDIERS OF FORTUNE . 

STRIKE GUNNER . 

TOYS . 

MORTAL KOMBAT . 

LAWN MOWER MAN . 

P.T.O . 

SUPER GOAL 2 . 

SUPER TROLL ISLAND . 

ASTERIX . 

LEGEND . 

ULTIMATE FIGTHER . 

ALFRED CHICKEN . 

FIDO DIDO . 

ANDRE AGASSI . 

SKY BLAZER 




SUPER NES 
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W. 3-D-O 


NBA JAM 

U54.99o« £69.99 

WITH MULTITAP 


LETHAL ENFORCERS 
mmovN 

£54-99 


(+£3.00 P&P) 


..£54.99 

..£69.99 

..£54.99 

..£54.99 

..£49.99 

..£54.99 

..£15.00 

..£49.99 

..£69.99 

..£49.99 

..£49.99 

..£49.99 

..£49.99 

..£49.99 

..£49.99 

..£49.99 

..£49.99 

..£49.99 

..£59.99 

..£54.99 

..£49.99 

..£59.99 

..£49.99 

..£39.99 

....CALL 

..£49.99 

..£49.99 

..£39.99 

..£34.99 

..£49.99 

..£49.99 

..£49.99 

...£49.99 

...£49.99 

...£29.99 

...£29.99 

...£29.99 

...£29.99 

...£34.99 

...£49.99 

...£49.99 

...£24.99 

,..£29.99 

...£ 20.00 

,..£39.99 

...£49.99 

...£49.99 

...£49.99 

...£34.99 

...£49.99 

...£24.99 

...£39.99 

...£49.99 

...£44.99 

...£24.99 

...£39.99 

...£49.99 

...£39.99 

...£39.99 

...£49.99 

...£ 20.00 

...£ 20.00 

...£49.99 

...£39.99 

...£39.99 

...£49.99 

...£49.99 

...£49.99 

...£49.99 

...£49.99 

...£49.99 

...£49.99 

...£49.99 

...£49.99 




SUPER NES 


NRAJAM . 

NBA JAM MUI.TITAP . 

MEGAMAN X. . 

BUGS BUNNY. . 

SENSIBLE S{}CCER . 

SECRET OF MANA . 

SECRET OF MANA BOOK. . 

WINTER OLYMPICS . 

LETHAL ENFORCERS with GUN.. 


BATTEE TANK D . £49.99 

ROMANCE OF THE ID KINGDOMS . £49.99 

NOBUNGGA^S REVENGE . £49.99 

MYSTICAL NIAJA D . £69.99 

DRAGON BALL 2 . £59.99 

FATAL FURY D . £59.99 

KING OF THE MONSTERS D . £59.99 

TWINBEE D . £69.99 

ALCAHEST . CALL 

TETRIS COMBAT . £59.99 

SUPER SOCCER D . £25.00 

R TYPE DI . £59.99 

ROCKMANX . CALL 

LETHAL ENFORCERS . CALL 


ATARIJAGUAR 

UK MACHINE . £200.00 

US MACHINE . £299.00 

RADOEN . £54.99 

CRESCENT GALAXY . £53.99 

ALIEN VS PREDATOR . CALL 

CHECKERED FLAG D. . CALL 

XTRA CONTROLLER . £29.99 


NEO-GEO 


FATAL FURY SPECIAL . £175.00 

ART OF FIGHTING D . GAEL 

SPIN MASTERS . CALL 

SAMURAI SHOWDOWN. . £175.00 

OVER 100 USFAI CARTRIDGES FROM £50 - CALL 


3-D-O SYSTEM . CALL 

PAL CONVERTER . CAIE 

TOTAL ECLIPSE . CALL 

DRAGONS LAIR . CALL 

ESCAPE FROM MONSTER MANOR . CALL 

STELLA 7 . CALL 

NIGHT TRAP . CALL 

ANOTHER WORLD . CALL 

BATTLE CHESS . CALL 

VIDEO ALMANAC . CALL 

LEMMINGS . CALL 

JOHN MADDEN 3-DO . CALL 


HARDWARE 


SNES US CONSOLE . £120+£7.50 P£pP 

NEO GEO CONSOLE . £300+£7.50 P&>P 

NEO GEO USED CONSOLE . £220+£7.50 P&>P 

3-D-O CONSOLE &> CRASH &> BURN. . CJILL 

ATARIJAGUAR CONSOLE . CALL 

NEO GEO JOYSTICK . £50+£5.00 P&>P 

NEO GEO MEMORY CARD .4^30+,£1.50 P&>P 

PATRIOTJOYPAD . £24.99+£1.50 P&>P 

JOYCARD . £17.50+£1.50 P&>P 

ASCii PAD . £22.50+£1.50 P&>P 

MORTAL KOMBAT PAD . £24.99+£1.50 P&>P 

TOP FIGHTER JOYSTICK . £59.99+£5.00 P&>P 

CAPCOM FIGHTING STICK....£64.99+£5.00 P&>P 

X-E6JOYSTICK . £29.99+£5.00 P&>P 

SNES MOUSE (UK US) . £24.99 + £1.50 P&’P 

TRI STAR (NES TO SNES) 

CONVERTER . £39.99 + £3.00 P&>P 

NEW CONVERTER . £20+£1.50 P&’P 

SCART LEAD US SNES . £17.50+£1.50 P&>P 

US JOYPAD . £15.00+£1.50 P&>P 

MULTITAP (UK US) . £24.99+£1.50 P£^P 

PAL 1 BOOSTER . £29.99+£1..10 P£»P 
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|5r£19.50 and I 
CK A WHOLE 




NAME 


ADDRESS 


ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 
LEE0SLS18 40F 

Please rush me the following nO - 


CUT HERE < 


POSTCODE 


ITEM 

PRICE 

POST/P 

TOTAL 


























lease make cheques/PO's 
ayable to ZAP 


GRAND TOTAL 


Credit card number 


Expiry Date 


□ □ □ 
Cheque Credit Card Postal 
Order 


VISA 


Switchcards welcome. 

Please quote issue no. for Switch. 


ilOIFOR SERVICE 
ll lAND PRICE 


Post and packaging - Games £1.50 * Handhelds £5 • Consoles £7.50 


































































































































































































jamezone i 



Yet more 

surveys 

Apparently 97% of all 11-14 year olds recognise 
Mario. A thumping 99% recognise Sonic. 93% 
knew about Street Fighter II and 81 % had heard 
of something called Mortal Kombat. Yes and? 
The findings of the Royal Mail’s survey were 
greeted with surprise by some who thought it 
was shocking that ‘children’ didn’t have a clue 
who Biggies was (he was a fictional WW1 Air ace 
with imperialist tendencies). Game Zone is just 
curious to know, what kind of sad saps the 7% 
who didn’t know Street Fighter II were? Don’t 
they have any friends? Don’t they ever watch 
TV? Or read magazines? 


or you could 


be playing... 



and ball needs. If you’ve got 
many stick and ball needs 
that is, but let’s be honest, 
who hasn’t? 


kikaflik 


A stick that you put a ball on. 
Then you stamp on one end of 
the stick and the ball goes up 
in the air. After a while the ball 
comes down so you can do it 
again. Kikaflik is ideal for 
people who can’t be bothered 
recreating the effect with a ball 
and a stick. 


Sensible sign for 




Chart topping - and British Legion upsetting - 
games designers Sensible Software have 
signed a long term publishing deal with Virgin 
Interactive Entertainment. The first game they 
will work on together will be a SNES version 
of the recent Amiga stormer Cannon 
Fodder. 

Fodder, caused a storm this year when it 
was launched on Armistice Day and was to feature 
a Haig poppy as the central box logo. What the knee- 
jerk TV plaudits missed was that CF was a brilliant multi-man 
battle where you controlled the carnage. It was violent enough to 
tempt you In for a play and subtle enough to keep you there for hours. 

The SNES Cannon Fodder will be ready just before Christmas 1994. Hot 
on it’s heels in early 1995 will come the latest Sensi’ sports showcase, 
Sensible Golf. Sensible commitment to the SNES is seriously good news as 

they are one of the 


Ho, ho, those witty Sensi 
lads up to their normal 
japes. Despite this 
‘hilarious’ PR shot 
Sensible are actually 
quite good coders. 


most - if not THE most 
- successful coding 
teams ever. Together 
they’ve produced the 
likes of MircoProse Soccer, Sensible Soccer, 
Mega-Lo-Mania, International 3D Tennis, Wizball, 
Wiz Kid, Insects In Space, Shoot ’Em Up 
Construction Kit, Parallax, Skyfox, Sodov The 
Sorcerer and a few others which weren’t as 
memorable. 



Look it’s on too early. I won’t be up. I’d like to 
watch it I really would... 


biker mice for 

Konmai’s cartoon coup Biker Mice From Mars 
has finally hit our TV screens. But the show, 
which features as part of Channel 4’s Big 
Breakfast, is shown far so early that any normal 
human will miss it. Even those of us who are up 
and are going will not have all our critical 
faculties firing on all cylinders. 

Still at 7:10am, from Monday to Friday the 
Biker Mice will be ripping about our screens. 
Modo, Vinnie and Throttle (hurrah!), three six 
foot mice are freedom fighters from Mars who 
wish to stop the evil Plutarkians (bool) stripping 
the Earth’s top soil as they on did on Mars. 

The series kicked off on Valentines Day, but 
we will have to wait until Christmas for the SNES 
game. 


breakfast 


Price W3P was bad news 

The Christmas cut-price console war was good news for us punters but a little lean for the likes of 
Dixons, Woolworths and friends. As the traditional top-sales period wore on consoles were being 
discounted almost by the week, with most of the major high street electronics retailers seeking to 
gain a price edge over their rivals. 

The result appears to have been surprisingly strong sales but far more sparse profits. Dixons, 
anxious to dispel rumours in certain newspapers that the ‘computer games fad’ was over, actually 
described activity as ‘extremely resilient’ especially considering the gloomy economic climate and 
previous years spectacular growth. 

The city’s money men were less forgiving though, and at one point Dixon’s warnings about 
reduced profits caused their share price to tumble by 15%, or 43 pence per share. Woolworths 
suffered a similar fate with full year forecasts were revised from £90 million down to £75 million. 
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It’s like Lego^** 
without the 
uncomfortable 
lumps that 
discourage you 
from sitting. 


OP you GouU be 

•^motuk 

Here, at last, is something we like. Mottik is a 
sort of Lego, except the pieces are chunkier. 

You fit them together by means of connecting 
rods, and here it would end but for the display 
stand, which featured what looked to be some 
extremely comfortable and terribly stylish 
furniture. This, of course, is where Mottik scores 
substantially over Lego, which hurts rather a lot 
if you sit on it. 


England are not going to the World Cup. 
Everybody else (except the Scots and the 
French) are. US Gold would like to remind 
us of this fact. Grrr. 

At least they’re trying to remind us in a 
nice way I suppose, by bringing out the 
official World Cup USA '94^^ game. The 
Goldies say they’ll be focusing first and 
foremost on playablity for the game, 
although every care will be taken to ensure 
that the whole game Is steeped in fitting 
American-esque sporting hyperbole. 

The game, as currently planned, will feature 
a full tournament and a host of options that 
allow it to play it either as a full-blooded off¬ 
side simulation or a straight up arcade kicker. 
And you’ll even be able customise the teams so 
England qualify. Not that it matters. We played 
In the qualifying rounds and it’s the taking part 
that’s important. (Sob!) 


thanks 

for reminding 


mastepball 


A Rubik Cubey logic puzzle touted as having 
Over 350 Quadrillion Possible Permutations. 
What is the point of this? As far as we can see, it 
Is telling you is that you have a one in 350 
quadrillion chance of completing the puzzle. 
Makes you feel good about yourself, doesn’t it? 
Why don’t they just say, “Hey, stupid! You’ve got 
no hope unless you buy one of those cheat 
books. Ha ha,” and be done with it? We are 


Curiously enough 
the Colt 45 was 
often called the 
Peacemaker. I 
don't know why. 


The latest instalment of the all scrolling, all- 
punching, all-kicking Rushing Beat/Rival Turf 
series has just been unveiled In the States. 
Known, somewhat perversely, as The Peace 
Keepers this face-stomper is an everyday tale of 
evil corporations and avenging pugilists. 

What makes The Peace Keepers a little more 
note-worthy - If it was just another scrolling 
beater, then nobody would care - is that it 
supports a four player brawling option and that 
the main game is a non-linear affair. 

The potential fun of having four folk slugging it 
out simultaneously speaks for itself, but the 
giant maze feel of the rooms and tunnels gives 
The Peace Keepers a chance of freeing up the 
moribund genre of scrolling scrapers. 

The Peace Keepers will be published by Jaleco 
this month in the States, and we’ll do our very 
best to get a review of the highly intriguing beat 
‘em up then. 



^ Crackout 

© 

i Konami £29.99 



Teenage Mutant Hero Turtle 
Konami £9.99 
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# 




Adventures of Lolo 2 
Nintendo £29.99 


Rainbow Islands 
Ocean £9.99 


Lunar Pool 
Nintendo £29.99 


Days of Thunder 
Mindscape £9.99 


s 

§ 
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Home Alone 2 

THQ International £12.99 







Defender of the Crown 
Konami £9.99 


Robocop 
Ocean £9.99 


0 




r Operation Wolf 

— 1 

f Taito £29.99 


Chart compiled by Gallup 
©ELSPA 1994 
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prince of darkness 


for activision 


Former CIA director William Colby has started 


working on espionage games for Activision. He 
should know his stuff as his exploits range from 
parachuting into Occupied France during WW2 
and covert operations in Italy after the war, all of 
which culminated in him becoming the 10th 
Director of the ‘Company’ in 1973 (around the 
same time as all those conspiracy movies stated 
getting made, remember Three Days of 
Condor?) Now he’s started work with long-time 
adventure specialists Infocom. 

The first games are targeted at PC CDROM, 
but you can bet if they’re successful then they’ll 
cross the format divide. It’s a bit odd though 
getting Colby to design espionage games, but 
since the end of the cold war he must at a bit of 
a loose end. What’s the next step though? The 
Porton Down Germ Warfare Challenge? Curtis 
Le May’s First Strike Theatre? Or possibly there 
is room for a double double agent game, based 
on America’s fickle CIA agents - Super Quisling. 



yet more 

game movies 


Super Mario Bros started the game to film ball rolling and the 
rumours are already reaching fever pitch over which will be 
next to hit the silver screen. Street Fighter II is already 
promised, as is Mortal Kombat. The least expected of them all 
though has to be the long forgotten beat ’em up duo of Double 
Dragon. This movie is already in post-production and pitches 
T2’s Robert Patrick against the good guy Lee brothers in a 
battle for an ancient Tibetan amulet. The boys, you’ll be glad to 
hear, are joined plotwise buy a third character Sartori, Julia 
Nickson, who’s supposed to be their guardian. So it should 
really be called Triple Dragon, but there are no 
alliterative D’s in that. 

Double Dragon fans (sorry fan) will also be glad to 
hear that Battletoads - Double Dragon is to finally get 
an official release courtesy of Sony. The exact date 
has yet to be finalised but we can look forward Billy 
and Jimmy joining forces with ZItz, Rash and Pimple 
sometime this April. 



Next September Hornby are boasting that they will be able to supply you with ‘a new game system 
for under $50’. And if programmers take them up their Multi-Function Controller concept, they may be 
able to do just that. 

This new joypad should be able to offer four potentially revolutionary functions: variable pressure 
sensitive fire buttons, true multi-directional movement, 3D sprite based effects and dual system 
compatibility. Behaving much like an analog controller, the fire and direction controllers will allow 
players to turn or increase power gradually, rather than simple on/off’s and eight directions. 

The Multi-Function should also be able to send players to step characters between three layered 
playfields (far away, middle distance and up close). The final advantage is that the pad recognises 
that while you may have a SNES a friend may 
well have a Sega. So all the new Hornby 
pads would have dual compatibility, 
allowing the same pad to be used on both 
formats. 

The Multi-Function Controller, as 
explained in our first story on the subject 
(GZ16), will only prosper if programmers 
build routines that use the pads’ potential 
into their games. Now Electronic Arts, 

Virgin, US Gold, Ocean, Sunsoft, 

Tengen, Namco, Tecmo and Interplay 
have all agreed to include Multi- 
Function options in their games from 
now on. 

The Multi-Function Controller goes 
on sale in the UK in September this 
year for £44.95. The first compatible 
games should hit the shelves shortly 
after that. 


more mutli-function facts 


The worst sexually stereotypical thing ever in the 
history of all things was a range of computer 
games from CRL called Games For Girls. “Girls 
will enjoy the bright colours and non¬ 
violent gameplay,” said CRL of their 
adventures at the time, including one 
where you had to get the heroine to school 
on time. Not since these games have we 
seen anything quite as amazingly awful as 
Mademoiselle Parfum. The little girl of your 
choice mixes together fragrances to create a 
new perfume and then puts it in a bottle, 
thanking you profusely for delineating her 
role in society. Again, Game Zone is following 
the trend, and we are submitting our 
Mademoiselle Mustard Gas toy, incorporating 
an exciting competitive element thanks to the 
supplied large plastic tank, even as you read 
these pages. 





























MANGA VIDEOS NOW STOCKED NEW & SECONDHAND 
PHONE FOR LATEST PRICES 


• SNES • MEGADRIVE • NEO-GEO • HANDHELDS • 8 BIT MACHINES 

• PC ENGINE • mega CD • CDS • 


We are the largesi stockist ^ second hand s^mes in Britain^ At 
present, we hawe the fottowins amount of games in stock: 
Over 200 Mesadrive, over 200 SNES, over 50 NEO-GEO« 

To find out udiat titles we haue in stock, please phone^ 
Once you have chosen your game - we'ii reserve it for you - then 
ail you have to do, is send us your unwanted game and well 
dispatch your reserved game immediately by 1st dass recorded 

delivery - it couldn't be easier ! 


TRADE ENQUIRES WELCOME FOR SECONDHAND GAMES 

PHONE FOR DETAILS!!! 


NEW SNES RELEASES 

AaRAISail, aCKETMANA, WRTUS TOURNAMENT FKHTINe, MEGAMAN X, 
GOEMANII, R-TYH III, EQUINOX, fX TRAX. 


NEW NtO GEO RELEASES 

WINDJAMMER, 

FATAL FURY SPECIAL, 

SPIN OUSTERS, 

ART OF FIGHTING II 


SHI TURBO (lAP) US, SUHBBOMBU MAN (UP) S37, SUPU EAMBLY TENNIS S39, K ENGINE SHI CHAMPIONSHIP 
_ EBITI0N(UP)C4l _ 

PC ENGINE STREET FIGHTER II S49 SPECIAL 

PRICES ARE CONSTANTLY CHANGING VISA 

A NEW TITLES ARRIVE DAILY - PLEASE PHONE 

OPEN MONDAY TO SATURDAY 10AM TO 6PM 


Access 































feature 




Simon KIrrane has got 


lost In a style thing. 



eing a lazy but inventive chap I like to 
start my articles with some kind of 
motif that sets the style and content 
of the piece for the next few pages. 
This is an easy way of structuring 


your piece, as well as giving you a kind of 
metaphorical life raft for you to swinp^badk to if 
your writing is floundering. One^ample might 
be doing this piece in th|^.8ty1e of Murray Walker. 
It’s apt - Murray W^lk^f lives racing cars and it’s 
easy - all you b^e to do is write at a fast, 
breathless srcreaming pace and litter it with 
clich^; thus: 

WdSker faf a/asf, breathless, screaming pace): 
And^re comes Speed Eacer, by Accolade, 
travelliiig at an incredible lick attempting to 
challenge the front running SNE^jracing games. 

By the way have you heard mypncredible 
cliches? No me either but it seepikihat there 
are a number of writers out there who Tike to 
explain away their own lack of intelligence by 
pretending to quote me in their articles on 
Speed Racer. 






super nes 



feature 



It’s a mad dash... no dashboard. I was saying what a crazy looking dashboard that is, 
although there is a bit of a race going on as well. 



Sorry mate, there’s no room in the Mach 5 for hitchers. Not that I’d know where 
Crawley is anyway. Bye then, bye... bye bye. 


moving right along 

Ah yes... er obviously there are other methods I 
could employ to give me structure. What about a 
simple question and answer technique? 

1) In 347 words or less describe the 
phenomenon that is Speed Racer. 

Speed Racer began life as a Japanese comic 
book back in the mid sixties, transferring to a 
cartoon show in 1967. He continued on to 1986 
hooking a generation of Americans who have 
since matured into adulthood. Working on this 
information, incredibly talented buyers and 
marketing men at America’s MTV decided to re¬ 
run the show in 1993. 





It’s looking awful busy up ahead, and if that weren’t bad 
enough there’s nothing on TV but old swashbucklers. 

j were hoping to catch those mature 
risers and give them bouts of nostalgia, but 
flso (and here’s the really clever bit) they were 
aping that the mature second time viewers 
would switch their kids onto the show. As James 
Rocknowoskr(the-V4c&£resident of Speed 
Racer Enterprise) said “We do^xpect a lot gi- 
Speed Racer/fans, who as parenjSw t h cH l d fon, 
will lead their kids to the shpv^^ 

The show features a stylised young man: 
Speed Racer and his family, and a monkey 
called Chim Chim, as wpll as the mysterious 
Racer X. 

One of the appe^s of Speed Racer is the retro 
look and feet of the cartoon. The clothes he 
wears are future retro - ie vyhat the designers in 
4he.sixties.thoughtwe would be wearing today - 
including the neatest pair of suede slip on shoes 
you are ever going to encounter. There’s also 
the Mach 5, Speed Racer’s car, again it’s future 


retro and has curves 
that echo the likes of 
Rachel Welch and 
Bridget Bardot. 

Though Speed Racer 
has twice taken the 
states by storm the UK 
is a different story 
altogether. It is being shown twice daily on 
Nickelodean as I write but soon he will be thrust 
Into the limelight of MTV - which was the 
platform Ren and Stimpy moved to the BBC 2 
from earlier this year. So after a 20 odd year wait 
the boy Speed might actually get the recognition 
he so richly deserves and people the length and 
breadth of the nation will unite under the anthem 
“Go Speed Racer go.” 

2) Describe in purely 
emotive words exactly 
how you feel knowing 
that 1967 was a 
pivotal year for both 
yourself and Speed 
Racer. Do you 
experience 
displacement, 
reassurance, 
reclaimed innocence, 
a pair of neat suade 
slip ons... 

Ah, well the question 
and answer method 
isn’t always the best 
format for a public 
forum such as this: 
nobody wants to 
witness a writer’s complete breakdown thanks 
to an impromptu self analysis. Heading for safer 
territory you can take on the persona of a wacky 
japester who has been ostrasized by the rest of 
the team and has to understand that he Is a 
hated mart (You used that one in the Lester 
review p 35, Ed.) Ah now there’s an idea, a tool 
that is much loved of magazine writers such as 
myself is the ‘Eds’ comment. You see although 
all you readers believe this to be an engaging 
world of witty one liners, comic thrusts and 
parries... it isn’t (oh yes it is! Ed.) No it’s not, 
because I write most of the Eds comments that 
appear in works that are attributed to me (No 
you don’t! Ed.) Yes I do, and I can make you say 
anything I like, thus: (Simon, you are the most 
attractive man I have ever met - let us quit this 
tavydry publishing world and elope. I love you. 
Ed.) see? (It’s a fair cop. Ed.) 

So why don’t I use Ed’s comments to describe 
the game then? (What a good idea. ED.) Thank 
you. (You’re welcome. So tell me Simon what, 


other than the strikingly stylish design 
of the game, is going to set Speed 
Racer apart from the rest? Is it the 
sense of the new? The fact that at last 
there appears to be something fresh 
appearing on the SNES driving scene? 
Maybe it has something to do with the 
different elements that the game is 
offering play-wise. The fact that the game is a 
full length cartoon, as Ian Verchere (producer at 
Radical Entertainment - the company producing 
the game) says. “Speed fans know that a lot of 
the action in the cartoon took place outside of 
the car. In the SNES version of the game, each 
driving level is seperated by an adventure level 
as something prevents Speed from getting to 
the next race. We designed two distinct engines 
for the 
games. And 
we 

generated 
the hills 
using Mode 
7 technology 
so you’re not 
just racing 
on a flat 

track.” Is that it? ED.) Oh... shut up. 



i give up 


Ok, none of the motifs or styles I have chosen so 
far have worked - but don’t think I’m about to 
give up. Right next up, if you have got to this 
stage in the piece you are writing It is important 
that you ‘find’ a motif that will work. Let’s look 
again at the nature of this article - at first 
although aiming for a racing driving angle going 
with Murray Walker was too obvious. Lookihg 
again see that the word ‘stylised’ has been 
used a few times - perhaps this game need a 
sixties/future retro/stylieed twist. Yes I think that 
might be it... 



Well done Speed, you did it in 100. 100 what? Cities? 
Seconds? Positions? We should be told! 
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There’s nothing worse than hitting the turbo button, 
taking off and realising you left the grill on. 

he’s not doing the 
thunderbirds gag? 

Cue loud and repetive titles where the only 
audible words are Brains Yeah Yeah He Reviews 
It... Yeah Yeah Yeah FUTUREGAMETYPETHING! 
Brains (jerking around a bit somewhere in the 
sixties): H...hi everyone, well w... what are we 
going to look at n... now?... ? Believe it or not 
it’s a game that will app... appe... appea... 
appea... appear in the 1990s as a stylish retro 
game. Just about the same time as 
Thunderbirds is losing its flavour and Joe 90 of 
all people is coming to the fore. 

A... anyway I, er (Brains turns around from the 
electronic page on the screen and looks the 
writer squarely in the eyes... it is a knowing 
look). Simon, SIMON! It’s useless, you’ve never 
watched Thunderbirds in your life - just throwing 
in the odd stutter isn’t going to appear realistic 
to any but the dullest of reader. Tell you what I’ll 
pretend to be a demon who has escaped from 
your subconscious and is taking over your 
mind... don’t worry it’ll be OK, but right now you 
are feeling sleepy, your eyelids feel heavy. 
(Simon slumps down on his keyboard)zzzzzzzzz 



Right the buffoon’s asleep - the Super 
Nintendo version of the game Speed Racer in: 
My Most Dangerous Adventure'^^ has tried to 
follow the cartoon as closely as possible, unlike 
the Sega version which is just a straight racer. 
To manage this it has included six 
action/adventure sections which entail you 


getting to the next race and once through those 
there are seven races to battle through. 

To help you win the race the Mach 5 (Speed’s 
sexy car) has been included along with these 
other added extras; Autojacks, Chopper Blades 
and Gripper tyres. Also you have the ability to 
leap over obstacles or jump gaps in the track - 
there is also the ‘go bird’ who’ll guide you back 
on track if you ever get lost - which is a strong 
possibility bearing in mind that some of the 
tracks are not circular but linear so that you 
never cross the same piece of track twice. 

Along with the game there are all sorts of 
merchandising spin offs that should be flooding 
the country any second now - so far there are 
key rings, T-shirts, stickers and even Speed 
Racer the CD: “Here he comes, here comes 
Speed Racer - he’s a demon on wheels.” and 
believe it or not that is the Club mix - the Orgy 
mix Is actually quite risque and very reminiscent 
of a song by Lil Louis back in 1989. Game Zone 
will be bringing you a large suitcaseful of Speed 
Racer freebies next month in our exclusive 
competition. 

While I’m out of the dark cupboard in the back 
of Simon’s head I’d just like to tell you about 
some of the junk he keeps up there, did you 
know that on his 16th birthday he found Susie 
Myers playing with her... 



‘This is the voice of the Mysterons.’ (No it’s not, I think 
that’s a puddie Simon. Art Ed.) Tee hee. 


Simon comes to 

Right, hello er... what happened then? Where 
am I? What’s going on? Oh yes, next month we’ll 
be able to bring you a full, unexpurgated review 
of Speed Racer the latest departure for racing 
games on the SNES. It’s all happening isn’t It? 

Wait a moment, I haven’t finished explaining 
all the different styles and motifs that one can 
use when working on an article of this Ilk! But 
hey, this whole piece has been done in the style 
of tutorial piece where the different examples 
keep going wrong. 

What a complex and ‘turning these kind of 
articles on their head’ kind of idea, heh, heh, 
heh, heh... HEH, HEH, HEH, HEH, HEH, HEH, 
HEH. Simon’s laughter is rising into a devilish 
cackle as his mind cracks. Guards rush in and 
grab him as he is typing - leaving the article 
hanging in mid sen... ■ 



speed racer the 



1964 

Comic book released In Japan under the 
name of Mach Go Go Go - where the 
emphasis is upon the Mach Go car as 
opposed to the driver. 

1965 - 67 

The cartoon TV series runs in Japan where 
emphasis is switched to Speed Racer 
the driver. 


1967 - S6 

Series runs under syndication In American, 
Simon is born. 


Show picked up by MTV for re runs. 

1993 

Vintage episodes re-edited to feature length 
draw crowds to the cinema where it Is shown. 
“Speed Racer The Movie”, goes on to ship 
200 000 videos. The New Adventures of 
Speed Racer are released with new stories 
and storylines and characters for the ’90s. 


1994 

Accolade release Speed Racer In: My Most 
Dangerous Adventure on Super Nintendo. 



The Mach 5 is one of the best equipped cars in the worid, what with its built in phone and TV. There are even some 
things on there that let you know how the car is going - wacky idea, but I don’t think it will catch on. 




















mU»nathan Naah loves cartoons. Qo on, ask him 
anything about cartoons. You see? He knew th< 
answer. Let us observe his reaction to some c 
games with the aid of this hidden camera. 


arguing over which Tom and Jerry cartoon 
boasted the greatest ironing board in the throat 
gag. They say, “Hey! Everyone knows what Tom 
and Jerry look like. If we put them in a game 
we’ll be guaranteed massive consumer 
recognition and high impulse- 
buy sales. Lackey, get me 
Hanna-Barbera on the phone. 

Perhaps you should 
rephrase the question. 


C artoons are great. Everybody likes 
cartoons. Even strange people who 
no longer regularly watch cartoons 
will fiercely defend a favourite BBC 
lunchtime show from their childhood. 
‘'Crystal Tipps and Alistair,’' they will say. “Ah, 
how I delighted in their middle-class suburban 
bliss and intimated substance abuse. Mary, 
Mungo and Midge,” they will blub. “Oh, how I 
wrought my blanket with anguish when Midge 
fell through the letterbox.” 

In fact, the only problem with cartoons is 
talking about them in company. You know the 
situation - you saw a Road Runner triple bill the 
previous day and now you’re performing the old, 
“Did you see the bit when...” routine, ineptly 
describing the visually complicated joke with 
many gestures and falling about laughing before 
you get to the punchline, trusting to everyone 
having indeed seen ‘the bit when’ so as not to 
appear dangerously mad. 

The other problem with cartoons, and the one 
with which we are concerned today, is people 
making games out of them. 


Mmm, 


fy'i 


Why make 
cartoons into 
games? 

A good question. Incisive, 
thought-provoking - not before 
time. Well done. 


Yes, I know, 
but why? 

Well, obviously, the 
only reason is to sell 
games. After all, the 
producers, when y - 
deciding what 
their companies will 
release, don’t sit around 
the boardroom table 






























In the early days 
cartoon games, 

^ would herald bravura 
I and fabulously 

PHnlf complicated negotiations, 

1 lackeys on both sides 

Jl J tussling excitingly over points 
y of order before at last settling on 
a fascinatingly worded deal. An 
IHF^' exhilaratingly punishing development 
tWr schedule would be decided, with the 
£3^ allotted time well-spent in constructing 
j \ plausible advertising campaigns and nice 
J A boxes, and finally the programmers 

would read about the game in the paper 
^ and bang together a routine that moved 
shabby pictures of the main character around a 
bald screen. 

Nowadays, with the negotiation process 
pretty much down pat, plenty of time can be 
allotted to the artistry of graphics. Programming 
teams work from original animation cels and the 
results are almost indistinguishable from the real 
thing. “It’s just like the cartoon, except for that 
energy meter and numbered Icon depicting the 
amount of lives left to the player, and the 
platforms and lack of wisecracks,” said a thrilled 
Tiny Toon fan of Buster Busts Loose. 

In fact, talented programmers have 
improved on the cartoons themselves. Witness 
Aladdin. The genuine scanned cels of the 
original Mega Drive version, pooh-poohed as 
beneath the SNES, have been masterfully 
updated with a full complement of shadows and 
muscles so they look exactly like any other 
sprites from any other game. Cheers. 


any 

one a 

other 

heroes of the piece - 

but inevitably fails to be 

heroic. If anything does go right 

it’s either by accident or thanks to his faithful 

and starry-eyed sidekick. 

Cue the Daffy Duck game: he’s got a gun, and 
he runs around some platforms shooting things. 
Exactly the same as a thousand other games, 
and about as Daffy Duckish as an episode of 
Canoe Squad. Nice 
graphics though. 

The list goes on: Hong ^ 

Kong Phooey, with HKP 
as a competent martial 
artist. Tom and Jerry with 
the cocky Jerry as a 

strangely fey 


X OK 
i s V X then, 

^ ..X What’s 

good 

about 

cartoon 

games? 

And what’s bad 
about them? 

That’s more like it. A springboard for a reasoned 
discussion, encompassing the highlights and 
pitfalls of cartoon games. Let’s start with 
the highlights. 


Part TWO - Nothing 

Come to think of It, the graphics are the only 
good thing about cartoon games. 


Part One - Graphics 

Obvious, really. 

Let’s go back to that boardroom table. In a 
clever cinematic sort of framing device, we’ve 
actually rewound a few seconds, so the 
chairbloke Is pounding the desk and bellowing, 
“Lackey, get me Hanna-Barbera on the phone.” 


We went and 
‘researched’ an 
enormous ^ 

number of 
videos to 
get these 

pictures. If you know 
who all these 
characters are, and 
haven’t, for example, 
read the credit panel 
on the contents 
pages, puff up your 
chest and smirk. 

Gain extra points 
for knowing the 
exact show or 
comic the pics 
are from. > J 

Hurdy ho. ^ 


clunky old 
tosh 


Part One - Sound 

Why don’t cartoon games use samples from the 
cartoons? Each studio has a library of 
unmistakable sounds which really do add to 
their cartoons, so why do cartoon games insist 
on having some lunatic with a synthesizer knock 
out standard spot effects? No game has gone all 
the way and used purely sampled sound. Some, 
such as Yogi Bear and Space Ace, use a few 
samples, apparently chosen at random, while 
even Death Valley Rally scuppers its fine range 
of effects with some squawky synth. 

On the other hand, every cartoon game uses 
the original theme music. Quite often with a 
brand-new backbeat. Cheers. 


Part TWO - Character 

What makes Daffy Duck Daffy Duck? The same 
thing that defines any cartoon star: his 
character. In Daffy’s case, he’s an egocentric, 
pompous, hypocritical, hyperactive. Insecure, 
useless loony. He sees himself as the hero of 
the piece - as Robin Hood, the Scarlet 
Pumpernickel, Duck Dodgers, Sheriff Daffy and 


cartoon games 


























After a shockingly horrible period of ‘limited 
animation’ and all-round ghastliness, cartoons 
have recently undergone a renaissance. Ralph 
Bakshi’s Mighty Mouse and John Kricfalusi’s 
Ren and Stimpy have broken new ground in 
oddness and scary things. The new wave of 
sophisticated, witty Warner Brothers shows like 
Tiny Toon Adventures, Taz-Mania and 
Animaniacs revel in knowing asides to camera, 
in-jokes and gags that play on cartoon 
conventions, with the bitterly stylish Batman 
providing the nearest thing yet to an animated 
film noir. See the eager software publishers 
scramble to snap them up and turn them into 
platform games. 

Cheers. 


Crumbs 

Exactly. The only cartoon game we could think 
of which isn’t a platformer is Taz-Mania, which is 
a car-racing game with Taz instead of a car. And 
it’s still crap. 


Why don’t they do 
something? 

Funnily enough, that’s what we were thinking. 
With the next generation of consoles just up the 
street by the bus stop, and tentative 
experimental games like The 7th Guest and 
Alone in the Dark trampling boundaries left, right 
and centre and right and centre, the potential for 
a truly great cartoon game is there. And not 
some funless rubbish like Time Gal or Dragon’s 
Lair, but a true cartoon game. A cartoon, with a 
game. A cartoon game. You see? 

(But we’re not going to get one, of course. 
They’ve just announced a new Tiny Toon game 
for the Jaguar, brimming over with colour, 
samples and, o-ho, platforms.) 

Here endeth the lesson. 


Right! Have you got a 
form I can fill in? 

Well, forms and petitions never really achieve 
anything. So we’re calling on all right-thinking 
citizens to form strike squads, kidnapping close 
relatives of the company bosses and threatening 
to lose bits of them in the post unless they 
cooperate. See you on the streets. H 


■ tobogannist 

and Tom 
being rather 
De. Asterix, with 
lix kidnapped 
omans. Krusty’s 
nhouse, starring 
i Noel Edmonds 
of a Krusty. 

Even when they 
ght, it’s a 
ory. Tiny Toon 
r example, 
roy the spot-on 
5 with some 
i-game text 
, le fast, sharp 
^ " dialogue of the show comes 

across as a deliberately undemanding 
Prudence and Primrose Kitten. And Taz- 
Mania, while accurately portraying the 
huge-stomached monster, was crap. 


The moral of the 
story 

The moral of the story is tragically familiar. Never 
license a cartoon unless you’ve got a really 
good, really suitable game to go with it. But, 
unless we, the public, stand up and make our 
views known, the software publishers will go on 
producing tat and sticking attractive names on 
the boxes. 


If you’re ever tempted 
watch a cartoon based] 
on a game - say, you’vi 
been viciously repeatecHy 
hit over the head with al 
length of pipe - heed the 
wise words of Lash La 
Rue, the whip-wielding 
cowboy serial star of the 
1940s. “Remember, 
kids,’’ Lash would winifj;;^ 
as he ‘lashed’ the pistol 
from the very hands of a 
villain, “never watch a ^ 
cartoon with fewer 

nf, nnirpatjon than 
the game.” ' \ 


cartoon games 


clever 


The loathsomely 

Japanese 
course, the world 
leaders in 

animation and L—— 

cartoons and everything. Games based on 
these cartoons are nothing new - Japan itself 
Is awash with them - and we’ve been treated 
to a few ourselves. 

Strangely, they aren’t platformers, instead 
doing justice to ^—i 

their characters 
with atmospheric 
RPGs for soap- 
operaish shows, 

beat ’em ups for / 

fight shows, and t ^ > 

shoot ’em ups for k / 

shows with lots of 

shooting in them. Ik 

It’s so obvious 

when someone 

explains it. — 











game zone 



cartridge family, 



Q uestion Of The Month: 

If logic is absolute, am I lying? 


I 




The Terrorist Leader 

“Earlier today, agents of my organisation 
struck at the heart of your government. We 
have seized Patrick McCarthy and his joke 
in the name of the people of Palestine.” 


Abu Nidal 


Art is a subjec^ ciossito 
the hearts of the 
members of gamedom’s 
favourite famiiy. Many’s 
the time these cuitured 
poiemics have light- 
heartediy battied with 
knuckledusters and hand 
weapons improvised from 
their attractive room 
furniture in order to 
settle whether Tony Hart 
or Rolf Harris is the 
better artist. But 
us widen the net a 
Who’s the best 
all time? Cue C« 


Ibenton Webb 

The Editor 

“William Blake. He claimed angels taught 
him to paint in an attempt to excuse his 
amazingly bad pictures. He was probably 
practising a legal defence, the rogue.” 


Adam Peteps 

The Reviewer 

“Ullman Dabney, the pavement artist. No 
one could capture a character, a place or 
an expression like Ullman Dabney. I once 
met him and trod on his greatest work.” 


lim Norris 

The Other Reviewer 

“I’ve always been fond of Monet, but that’s 
another story. A little artistic pun, there. 
Right. I see. Well, I do enjoy Lichtenstein’s 
bold, comic-strip style. All right? Peasants.” 
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Jonathan Nash 

The Staff Writer 

“Well, Tony could do wonders with a bit of 
charcoal and some card, but you can’t 
touch Rolf for depth of knowledge about 
cartoons. He’s a star, through and through.” 


lim lUcker 

The Other Other 
Reviewer 

“I don’t see art as simply pictures. I see art 
as an all-encompassing, all-enveloping 
experience. Art is not physical. Art is a 
state of mind. I quite like Bill Tidy though.” 


Simon Kiprane 

The Deputy Editor 

“Rene Magritte. My Uncle Richard knew 
Magritte. ‘Hello, Magritte,’ he would say 
when they met at the shops. ‘How's the 
wallpaper business coming along? Wahey!’ 
Magritte ran him down in August 1962.” 


Jon Billington 

The Art Editor 

“There’s no one to touch Munch. You’ve 
probably noticed I’ve had prosthetic 
implants so I resemble his immortal The 
Scream quite closely. I’m a proud fan.” 


Duncan MacDonald 


The Nitrogen Atom 

“I am the world’s greatest artist. With 
Terence the potato and my jam jar paint 
pot I challenge the public’s perception of 
art. The Kiss was one of my mine. YIbble.” 
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review 






mionathan Nash once 
jousted for the hand of 
a lady fair, but was 
struck through the heart 
and died. 


T his game is all about mercenaries. 
People who kill other people for 
money. You choose from a selection 
of people who kill other people for 
money, and tromp through the game 
killing people. For money. Fortunately, at 
Nintendo’s insistence, the programmers have 
removed a pipe one of the characters was 
smoking, and turned another, a priest, into a 
scientist. But I digress... 

How different the world would be If only devices 
we today take for granted had been around 
years earlier. Imagine how many great 
mysteries - the Marie Celeste, the identity of 
Leather Apron, the whereabouts of Augustin Le 
Prince - would at last be solved had Caligula 
turned aside from horses and applied himself to 
the research and 
development of video 
recording equipment. 

Speculate on how the 
seventies might have 
been with JFK in the 
White House, if only 
American textile 
manufacturers had 
discovered the hat, and 
dare to dream of the 
benefits the 
electroencephalograph 
would have brought to 
the medical community 
if invented long before 
time. (Thinks - 
James I: Wheeze. Gasp, 
splutter. Hork. 

James II: Physician, is 
he dead yet? 

Electroencephalograph; Ping. 

Doctor: No.) 

The Chaos Engine, or, as we call it. The, 
capitalises on this philosophical time-waster by 
having some damfool aristocrat pay a loony 
scientist to understudy Babbage and build a 
giant steam-powered computer, the Chaos 


Engine, which produces chaos instead of 
difference, or something. A sextet of 
mercenaries is engaged to destroy the device 
and save the world for large fees. And now, with 
the scene established, let us open the dusty 
tome of opinion and let the mercenaries 
themselves take up the story. Choc ice? 

story 

It was a slow day in the Bide-a-Wee Rest Home 
for Retired Mercenaries. In an attempt to cut 
down on the number of fatalities from simple- 
mindedly Innocent but inevitably clumsy 
attempts to clean treasured weapons due to 
lack of recreational facilities, the authorities had 
suggested the purchase of a video game. By an 
uncanny and definitely not predictably contrived 
coincidence, the 
harrassed fourth assistant 
warden subsequently 
landed with the job had 
bought The, based on the 
six most memorable 
guests’ sixth most 
memorable adventure. 

gentleman 

Gentleman the gentleman 
(for these mercenaries 
were unimaginative 
people) had insisted on 
setting up the game in his 
room, and since the 
wardens were reasonably 
sure the room contained 
an acceptably low 
number of booby traps, they agreed. Now 
Gentleman and his five compatriots were 
hunkered down around the glowing screen. A 
cursory reading of the instructions had revealed 
that only two players could take part, and the 
group was discussing which characters the 
players should choose, persuasively arguing in 
favour of their own electronic counterpart, or 



This is so horrible. It’s worse than the doppelganger 
bit in Zombies AMN because these chaps fire back. 
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If only Tony Soper were here, he’d be overwhelmed by 
the pattern of interlocking fire. Or something. 

hitting people with sticks. 

You see, each character was awarded 
different attributes, so, for example. Thug was 
immensely strong and dangerous, but slow, 
while Scientist was nimble but weak (although 
thankfully unlikely to start blessing everyone, as 
Brigand wryly commented). Furthermore, in one- 
player mode, the second character was 
computer-controlled. A clever routine took into 
account the character’s intelligence to 
determine whether he would complement the 
human player for scant reward, set up effective 
crossfires and take calculated risks for the good 
of the mission, or cunningly nip in to make off 
with the loot while said player was trapped in a 
terrible firefight. It was an approach that worked 
splendidly, although it would prove to be 
unnerving to see the computer mercenary play 
better than his real-life partner in a way that was 
to fuel many an Orwellian paranoia. 

By and by the dispute was settled, and the 
game started. 

nawie 

It was Nawie who spotted the similarities with 
Gauntlet, because Nawie had spent many of his 
free hours between campaigns playing arcade 
games, amusing himself by challenging local 
champions to beat ’em ups and then beating 
them up. The adopted the same scrolling, 
overhead-view, nightmarish shooutout gameplay 
as Gauntlet, with opponents who had the 
decency to stay dead when you shot them and 
not reappear en masse if you retraced your 
steps, monster generators, special powers and 
locked doors standing out suspiciously. 

But it quickly became evident that The offered 
more, far more. To leave a level you first had to 
trip the requisite number of nodes, and there 
were often extra nodes and exits squirrelled 
away to improve your chances In the next round. 
The designers obviously delighted In setting 
complicated traps, as the levels were littered 
with trigger stones and false keys that would 
make life hell if activated. Even the helpful 
switches were tricksy, because in opening the 
route to desperately needed weapon power-ups, 
you more than likely blocked the path to 
desperately needed food. Fortunately, you had 


little time to think of first-class insulting terms 
for these designers, because you were too busy 
fending off endless squads of monsters that 
started out being wholly unpleasant and soon 
devolved to unspeakable deviltry. 

The was not an easy game. 

mercenary 

Mercenary (the mercenary) was expansively 
pleased with the convoluted shopping screen. In 
an RPGish way, you bought abilities rather than 
items, and the items you’d collected during the 
level couldn’t be employed without boosting 
your abilities. Or something. This meant that 
although you had gathered up a satchel of 
weapons, because you’d skipped through the 
round avoiding trouble as much as possible, the 
other player had done a greater percentage of 
work and hence received a larger cut of the 
cash, and you couldn’t afford the necessary 
training to use them. 


He laughed cruelly and popped his scary 
bulbous sunglasses, although he’d broken the 
real pair years ago and these were swimming 
goggles painted black. 

scientist 

Scientist offered around a box of wafers, 
pointing out, in his reedy voice, that the 
perspective and graphics attracted problems. As 
part of the individualism of the characters, they 
carried their guns in different hands. A laudable 
effort to introduce an element of strategy to the 
very act of shooting monsters, as you could 
duck behind a corner and present the smallest 
target while firing. But years of games with 
central guns made controlling The needlessly 
pedantic. You’d run into a monster, fire from the 
hip (so to speak) and every gaming instinct 
going back to the times of your ancestors would 
tell you that you’d hit your opponent. But 
because the sprite’s gun was off-centre, the 
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Fine, wonderfully playable and 
tough game with some very clever 
ideas. No major problems, but 
several bitty, nibblingly irritating 
ones. Exciting stuff, but it’s 
identical to the Amiga 1200 
version, and that’s 
£20 cheaper. 

Recommended, 
but think 

quite hard W 

m 


Out: 

Price: 

Publisher: 


A man standing behind 
somebody shooting a lizard. 


bullet would actually go sailing past and the 
monster would charge on unharmed, firing at 
you in a quaintly central fashion. No amount of 
practice could eliminate those firefight panic 
blues, but at you’d get plenty of time to think up 
some really choice insults. 

In addition, the size of the bullets and the fact 
you couldn’t destroy them lent a clunkiness to 
the firefights - waddling out of the way in a large 
room was bad enough, but if you were trapped 
in a corridor (and there were a lot of corridors) 
the only way to escape was to run away and 
wait for the pursuing bullet to explode. Except! 
the game was ever so fond of releasing 
monsters from two directions at once, 
and many was the time you just 
couldn’t avoid getting hit. What an 
avoidable annoyance, much like 
that sentient and suicidal 
cheese they encountered 
during the Tippling Incident 
job, remember, the time when 
Navvie was hit on the head 
with a spoon and they all 
thought that was it because 
Gentleman had tricked him into 
washing his hair that morning 
with a bucket of nitro for a prank. 

At that moment. Scientist was 
beaten about the body until he 
returned to the point, and he continued to 
express his doubts. You inevitably set off traps 
as you played, but some very unfairly created 
monsters right on top of you - a cheap trick by 
anyone’s standards. The perennial problem of 
getting jammed in the scrolling when the players 
moved in opposite directions was there as well - 
a sop had been thrown In the shape of 
telephones which, when rung, transported the 
other player directly to your position, but it was 
hardly enough. Still, generations before had 
failed to find the answer, so perhaps It was 
unfair to single out The for also muffing it. And 
the game had an odd habit of slowing down 
Inexplicably - not just when there were lots of 
monsters on screen. And finally, more of a 
double-edged sword than a clear problem, but a 
fiddly and irritating sword, at that, the 
passwords. Ingeniously saving your abilities and 
cash levels, they nevertheless differed for one- 
and two-player modes. So you couldn’t, for 
example, use your practised skills and dodges 
to get to a later level and then invite a friend to 
experience the new screens. Why not have just 
allowed a second player to join in at any time? 


There are so many disturbing touches. Those faces on the wall - they’re alive. They spit 
at you as you pass. And those hands - they’ve only got three fingers and a thumb. Blimey. 


Pigs... in... Space! Except they’re 
blocks. And those aren’t pigs. Still. 


At this point. Scientist was beaten 
about the body again, but because 
he was generally unpopular. 


brigand 


Brigand grinned, a subtle allusion to 
a previous story, itself a follow-up to an original 
tale, for this type of self-reference lent a cosy 
and familiar sequelish air to the proceedings. He 
knew his role was of the final speaker, the one 
who would emphasise the fun of the game in 
counterpoint to the mid-review highlighting of its 
failings. He did not disappoint. 

Disarmingly conceding the 
points that the game was small 
(a mere sixteen average-sized 
levels) and that the pre-play 
mechanics were 
cumbersome (there was no 
way back bar resetting if 
you accidentally selected 
the wrong number of 
players or fell foul of the 
sneaky pause while a 
screen cleared and found 
you’d chosen the wrong 
character) he defended it 
wholeheartedly. Not since R- 
Type 3 had he played such a fun 
shoot ’em up, and while tough. It was 
tough in an R-Type 3 kind of way (and hence 
completely unlike the notorious Mega Man X). 
Losing to a round of The merely made you all the 
more determined to beat that level the next time. 

The innovation of a smart computer partner 
made the one-player game excitingly 
unpredictable - could you trust him to let you 
get to the food if you opened the door, or would 
he double-cross you to help himself? - and the 
two-player mode was so enjoyable, it hurt. The 
sly element of competition in beating your 
partner’s completion percentage to earn a larger 
share of the acquired loot wrestled fascinatingly 
with the need to keep each other alive, for no 
individual stood a chance of beating the game. 

And the presentation of The was excellent: 
sharp, detailed graphics, with a variety of 
backgrounds and monsters, and some fine 
foreboding soundtracks. The atmospheric 
samples (“Special power” and the immortal 
“Node activated” included) were impressively 
clear. It was Gauntlet for the ’90s, except that 
was Gauntlet 4, so it was something else that he 
couldn’t quite express at the moment, because 


he was a brigand, dammit, 
and not a writer. 

At that moment. 

Scientist stepped forwards 
and claimed a continuity 
error, asking how could 
Brigand have compared 
The with R-Type 3 If this was the only video 
game the harrassed fourth assistant warden 
described on page 27 had bought, and earned 
himself another thrashing. 


thug 


You really don’t want to know what Thug was 
thinking. It’s extremely nasty. M 


And another thing. What exactly did the contestants get 
for winning a Wacky Race? 
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hindrance 

Let’s face facts, Ice Hockey is a game that is all about being hampered in your regular, everyday 
motor movement. If it weren’t played on ice anyone would be able to play, and if the kits had 
pockets you could probably hide the puck as well. Still this is not the only game or event where 
players are hampered in there attempts to do the ordinary. Polo is Soccer with horses, Octopush is 
ice hockey underwater, heavy lift-a- 
drowndrown is merely underwater 
weightlifting. 

We musn’t be so negative about these 
hindrance sports because sometimes they 
can leave you with a warm feeling inside. 

Luca Brazzi was a character in the film The 
Godfather and unknown to most people he 
was an underwater weightlifter, this 
clandestine life also brought with it 
unrequited love. Unrequited love until that 
one moving scene where the oldest gangster 
translates a message to Mikey, “Tonight 
Luca Brazzi sleeps with the fishes.’’ Each to 
his own I suppose. Now where was I? 


Wahaay - would that 
bloke have fallen over if 
he wasn’t on ice? No I 
don’t think so. 


There are some bits of the game where people aren’t 
falling over, but incidentai humour is still available. 


should that read 


insanity? Wahaay! 

A S the branches cleared the brave 
explorer ventured forward into the 
clearing then out of one of the huts 
came a European in a well worn 
safari suit, he raised his right arm to 
shake hands and as he did so said, “You aren’t 
going to do the gag about ‘Livingstone I 
presume’ are you Simon? It’s sooo obvious.’’ 

Brushing that under the carpet as fast as 
possible I would like to sidetrack you for a little 
while - before I get straight into the Stanley Cup 
review - and talk about... silent comedy. Look 
just bear with me, right close your eyes, no wait 
a minute don’t close your eyes. Aha, two 
minutes In and ail my stupid my readers are 
working without the aid of sight, never mind 
they’ll just have to catch up. 

Right, silent comedy, the stuff of Buster 
Keaton and the Keystone Cops, hilariously funny 
stuff, ribticklingly engaging and unavoidably side 
spliting. Whether it’s ‘old stone face’ falling 
down a manhole or into the path of a train or 
causing pain and injury while walking down the 
street or whether it is the Keystones (the only 
collection of vertically dyslexic men in the world) 
falling about a bit - whichever, they are both 
hilarious and do you know (deep breath). I think 
(pause) that they should release (stay on target) 


It’s chaos out there! The players vote unamimously to 
stop playing hockey and have a game of kingy instead. 

a game about it (ahh complete). But wait they 
already have done and it’s out on the streets 
parading as NHL Stanley Cup (they didn’t expect 
that). That Isn’t exactly true of course but 
NHLSC might as well be based around Buster 
Keaton or the Keystones as the whole game is 
about falling over. 

sound effects 

Skkkrrt Skkkrrt Skkkrrt Skkkrrt Skkkrrt crrhcht 
crcrcrcrcr wahaay thump. That Is what NHLSC is 
all about, you skate for a bit, pause to shoot and 
go falling (with a nasty slap) onto the rink. It Is 


Wahaay. This is the heart and soul of the game, the 
arrow indicates the chap falling over. 

then your turn to wait until one of the opposing 
players runs off with the puck and pauses to 
shoot - at which point you send him flying Into 
the air - wahaaay - then off you run with the 
puck giggling in little asthmatic breaths. 

Sometimes you might actually manage to 
score a goal and rare as this Is, it is always fun 
to watch on the replay - because sometimes 
you get to see people falling just off camera - 
wahaay... thump. It can also be fun (if you get 
into the goal scoring aspect of the game) to win 
one nil all the way through and just keep giving 
the opposition the chance of scoring and as 
soon as the attacker raises his stick to shoot 
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This looks like a ‘fun’ shot but minutes later the player on the ice ran home in tears. It’s temper tantrums like those 
that give ice hockey such a bad reputation, well that and the fact that so many of the players are namby pamby yanks. 


you either charge like a blue painted Piet 
attacking an unsuspecting ice hockey playing 
Roman or you lunge out with your stick like 
some video saboteur trying to secure a place 
on Beadle, either way the results are funny 
beyond desciption. 

One of the other elements of this game that 
appeals on this silent comedy front is the 
combination of getting the puck, being tripped 
up, falling on the floor, getting up, tripping up 
the bloke with the puck, getting the puck... This 
never ending cycle is so hilarious that it had 
tears rolling down my cherubic cheeks all day. In 
fact I am sure the scene In Laurel and Hardy’s 
Way Out West where the dynamic duo are hiding 
the deeds and getting tickled and losing them 


and hiding them and falling over and laughing... 
is the inspiration for the whole game (let’s face 
facts that name is a bit of a giveaway). 

seriously though 

Right so all those things are fun and hilarious but 
I haven’t really mentioned all the stuff that I am 
supposed to mention in a review. In fact looking 
down my review checklist I see that so far I have 
left out: dull stuff, boring stuff, stuff that is 
serious and adds to the reader’s Idea of the 
game, stuff that is serious and bores the reader 
and even the obligatory Stanley/Livingstone gag. 

Right then - dull stuff. The game’s major 
feature is its 360° rapid scrolling vomit Inducing 


stone me! 

Goalkeepers aren’t a subtle breed, shunning the comedic chaos of the open rink they hang like 
learner swimmers on the only upright thing on the Ice - the goal. There they are; hunkered down, 
arms wrapped around the top of the goal and scarcely a move out of them unless one of their feet 
happens to lose its grip. This will result in a frantic few seconds of blurred feet desperately moon 
walking until they recover grip, then the goalie will mop his brow and get on with the hunkering. 

The goalies aren’t ail hunker though - they do have two redeeming qualities - I) they don’t mind 
comedy objects hurtling towards them at high speeds, ii) they are big blokes. Still, perfect as the 
goalkeeper seems after this brief resume of their jobs, there have been some people who have 
missed their vocation as ice hockey goalies: 

People who would have made ideal goalkeepers 
beoause they regularly have things (preferably 
comedy items) thrown at them: 

Goliath, men in stocks. Aunt Sallys, targets, 
dart boards, dogs, cricketers in the West 
Indies, skittles, cans at the fair. 

Peopie who would 
make good 
goalkeepers because 
they are really quite 
iarge biokes: 

King Kong, Goliath, Big Daddy, Cardinal 
Wolsey, God, The Moon. 

I conclude that Goliath would have been the 
best ice hockey goalie in the world If it 
hadn’t been for that poncey David. 


It’s tension, 
tension, 
tension, as the 
large bloke 
waits to get hit 
by the flying 
plastic and the 
other bloke 
waits to fall 
over. 




This is actually the innovative (and visually misleading) 
'falling attack’ get in there son! Wahaay! 



Wahaay - this unfortunate chap has just been caught out 
by the old grit on the ice trick. Love it. 

point of view. This was first seen in NCAA 
Basketball and worked very well there although 
In both games a few minutes are needed before 
you can play without having to hang onto the 
sides or wear a motion sickness patch. 

The rapid changing POV also helps keep the 
speed of the game frantic, the puck is constantly 
moving up and down the rink and the players are 
constantly falling over and getting up. A nice 
touch might have been a ‘lose your rag’ feature 
where after an individual on the squad has fallen 
over a set number of times, say 300 in four 
minutes, they get up and start tanting all over 
the place with a bright red face - bonus points 
could then be accrued by some brave player 
upending the upset player and both teams then 
falling over laughing, banging the ice with their 
fists and wailing in high pitched hysterical 
voices, “stop, no no stop.” 

There are a number of shots and defensive 
moves included in the game as well as passing 
moves and some other stuff, though sadly no 
custard pies or planks. You can tell the thickies 
to open their eyes now. ■ 



Out: 

Price: 


This could have been the game of 
the decade if only the hockey bit 
had been dropped. This is a top 
class hilarious giggle but rather 
tiresome as a sports sim, the point 
of view is well used but there isn’t 
the team coherence 
that NCAA had so 
there’s nobody 
there when 

you pass, or ~ 

fall over a i 

bit. ■ 


Publisher: 
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That wacky Jonathan 
Maahf eh? Let ue hope he 
le not eucked Into eome 
unattended farm 
machinery or anything. 

S cene: The official plot of Mega Man X. 
Doctor Light, the clever inventor type, is 
preparing to lock away Mega Man while 
extensive tests are run. The reviewer is 
watching, having caught entirely the wrong bus. 
Doctor Light: You understand, Mega Man, you 
are such a powerful robot that, should 
something go wrong, the consequences will be 
terrible. I have no option but to secure you in 
this capsule for 30 years. 

Mega Man: Hokay. 

Reviewer: How exciting. 

Doctor Light: These instruments will monitor 
your progress as you are subjected to a battery 
of mental, moral and psychological 
examinations. I shall step outside and activate 
the controls - so. (The door starts rolling shut 
with a loud, insistent whine.) Farewell, Mega 
Man. You are my greatest creation. I have no 
doubt you will prove your worth. Farewell. (The 
door slams unambiguously.) 

Mega Man: And here I remain, doomed to a 
period of Internment, for although he does not 
say it, I know Light is afraid of me. And perhaps 
he has a right to be. For am I not the most 
powerful robot in the world? Sentience Is a 
burden that hangs heavy on my shoulders. 
Alone, alone, alone for 30 years. Cocooned in a 

How do you think 
Caesar felt as the 
daggers of his closest 
colleagues struck 
home to such terrible 
effect? 93 
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When Mega Man runs, his legs go round far more times 
than necessary. It’s like he’s in the wrong gear. 

metal tube already sinking into metres of 
concrete. Silence. Solitary silence. Farewell. 
Reviewer: Do you know, I think I’ve just made 
the most dreadful mistake. 


mega man 

horribly 

disfigured 

Beneath that blue exterior lies a 
heart of incomprehensibly complex 
wiring. Who knows what secrets 
Mega Man holds? We do. 0-ho. 


the first day 


The shoulder. It is a 
robotic shoulder, and 
therefore several 
times stronger than a 
normal one. 


Reviewer: I’m bored. And I think my left leg’s 
gone to sleep. 

Mega Man: Look, I’m not playing l-Spy again. 
Here, try my new game. 

Readers: Boo. Hiss. 

Reviewer (feigning ignorance with fine 
speddum): Gosh. The very game that’s taken 
Japan and the US by storm, even warranting an 
excited mention in last month’s Game Zone 
news section. 

Readers: Stop, we have tired of this twee prose 
Give us information and opinion. 

start 
again 

Let’s talk about 
betrayal: that most 
potent and horrid of 
emotions, when ail your 
frantic struggling fails 
to prevent the absolute 
collapse of your hopes 
and aspirations. How 
do you think Caesar felt 
as the daggers of his 
closest colleagues 

struck home to such terrible effect? Betrayed. 
Tom and Jerry fans when the criminally unsound 
film came out? Betrayed. The gruntbloke in that 
army recruitment ad who, after excitingly skiing 
down some mountains and pulling together with 
his friends as a team to conquer an assault 
course, found himself zipped into a similar body 
bag with a large animated arrow pointing him 
out as ‘Frank’? Betrayed. 
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Betrayal is, of 
course, a 
somewhat strong 
concept to apply 
to video games, 
seeing as how 
they mean 
nothing at all in 
the greater 
scheme of things. 
But a change of 
name and august 
distancing from 
the effects of the 
game in society 
cannot disguise 
that squirmy, low feeling when something that 
should go right goes wrong. It happened last 
month with Rainbow Bell Adventures, and it’s 
happened again with Mega Man X. Supply your 
own drum roll and dramatic chords. Descending 
thirds are best. 


The left 
forearm. It is 
detachable so 
you can hand 
it around 
during lulls in 
’conversation if 
you are at a 
dinner party. 


Presbyn discarded 
his morris dancer 


disguise and leapt 
high into the air. 


Look at Tetris. Awful 
graphics and mind- 
leakingly tinny sound 
but gameplay you could 
beribbon and present to 
a sophisticated coup de 
foudre. Now consider 
Mega Man X. Glorious 
presentation swathing a game more suited to 
offending heads of state on formal occasions. 

Oh, yes. Mega Man X is the progeny of 
illustrious Game Boy and NES games. And, 
indeed. Mega Man X is from Capcom, a splendid 
company, if one not quite as 
attractive as Konami. But 
things have gone Victor 
Frankenstein awry. The finicky, 
unbalanced design makes 
playing the game a clunky and 
funless affair. Some details: 

To get up a wall, you have to 
hit the jump button repeatedly. 
This causes Mega Man to slam 
his knee against the obstacle 
and push himself up and out in 
a series of appallingly clumsy 
Curly Muffins. So, because 
holding down the fire button 
charges your weapon rather than firing it, in 
order to perform the vital manoeuvre of climbing 
a wall while shooting at an attacker you have to 
twist the joypad and bash two controls. Even 
with the agreeably definable buttons, it’s still 
absurdly awkward. 


The left shin. 
Not even a 
harsh kick will 
do an assailant 
any good. 
Tremble, 
wrongdoers. 


bad things 



It’s a map. Hence the large 
‘map’ symbol just below. 
Perry Mason helped with 
that one, you know. 


The old, old problem of 
monsters reappearing 
when you go back 
along the scrolling is 
here, but worse than 
ever before. Let the 
screen scroll on but a 
jot and the creatures 
are reincarnated. Taking 
just a single instance 
from a 

examples, at one point 
a spiked wheel crashes 
down on you 
above. Naturally, you 
run away a few steps to 
allow for adequate 
headroom before 
leaping the obstacle 
and carrying back on 
your way - to find the 
scrolling has loosed 
another wheel at your 
head. In order to get 
past, you in fact have to 
climb a facing wall in 
the approved laborious fashion and then jump 
messily to land on the launch platform. 

The power-ups left behind by monsters are 
random, so while a succession of piddly 
monsters may yield energy boosters of which 
you have no need, a behemoth of a mid-level 
creature that almost kills you in dying leaves a 
ball that replenishes your power bar by a whole 
dot. Ho ho. 

If more than four sprites are on the screen 
simultaneously, crippling slowdown annihilates 
the action. 

The restart points in a level are so horribly rare 
that the cumulative effect of going back to the 
beginning time and again is illegally damaging. 
And the passwords only store how many 
weapons you’ve got and how many bosses 
you’ve beaten, so when you start you’re back to 


Paid off by Slim William, Horace, to avoid noticing the 
giant, burning bee, leant back to examine the ceiling. 
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Once upon a time, Mega 
Man found himself in a 
complicated linked 
screenshot of nothing 
very much at ali. 


After climbing down a 
ladder and standing still 
for a while, he walked 
along a long, grey, 
featureless corridor. 



almost nine things 


mister blonde 



The bosses are easy to beat. If you 
leave them alone, the first seven kill 
each other off, while James Last is 
hampered by his expensive concert 
piano. Don’t forget to charge your gun. 



It’s actually a facade constructed in perspective on 
another building, and there’s a double for the long shots. 


the very beginning of the level that killed you yet 
a-bloody-galn. 

Spiked pits littering the map kill you instantly. 
Sob. 


good things 

But let us tarry awhile 
with the good things in 
Mega Man X. The 
splendid graphics. The 
whishy sound. The 
attractive visual 
effects. The variety of 
settings. The option to 
select any of the levels. 

The ability to gain the 
powers of a defeated 
boss. The occasional 
vehicle to ride. The genuinely funny joke 
whereby if you play the NTSC cart on a British 
SNES you’re allowed to get right to the end of 
the first level before it twigs and resets. The. Er. 


more bad things 

It’s not the difficulty level. R-Type 3 is 
fearsomely difficult, but fairly fair and ever so 
much fun to play. No matter how many times a 
section beats you, you always come back to it. 
Mega Man X is less fearsomely difficult and 
more fearsomely annoying - you can’t run away 
from a fight because you’ll instantly trip over 
revitalised monsters by the bucketload, and 
you’re battling the controls as well as the 
opposition. Try this: hitting a direction pad twice 
or tapping a button to dash, holding another 
button to make a high jump while letting go of a 
third, which you’ve been holding down ail along 
to charge your gun. Dextrous fun, eh? 

No, it’s not the difficulty level. It’s that finicky, 
unbalanced design, which has succeeded in 
dragging what should be a spectacular platform 
thing down to the level of Skyblazen lots of 



variety in the graphics and plenty of difference 
between the numerous levels, but gameplay that 
hobbles along identically no matter what. Where 
the designers want you to hop along with care 
and skill, judging the right moment to skip 
through a series of obstacles and finishing with a 
number of well-placed shots to obliterate a 
monster, you just rush on grimly, annoyed 
immensely by the 
whole evil conspiracy 
and trusting to those 
random power-ups to 
see you through to the 
end, if you really, truly 
care all that much. A 
horrible and rather 
depressing game. M 






No, look, this is silly. As with 
Skyblazer, everything works but 
the gameplay. It’s tedious, 
repetitive, unfair, messy, 
unenjoyable and extremely 
disappointing. Anyone for a few 
rounds of Zombies Ate 
My Neighbours? I 
need to be 
reminded 

games are m/ ~ 

supposed to M 
be fun. ■ 


I Out: Now, but M 

j on import B 

I Price: £60 1 

A Publisher: Capcom 

























































































super nes ii) review 



This game is crap, wrote 
Simon Kirrane and went 
home to have a suik 


the unlikely hero 
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level, by trying it again and again. Of course 
when you run out of continues you have to start 
cold, right from the beginning, this is when you 
realise that the parts you finished earlier are 
actually a doddle to race through in less than 
three minutes. 

The tedium starts to set in seconds later when 
you realise that the only reason you are 
playing the game is because your 
editor forced it upon you and he 
hates you (This is all true you 
know. Ed.) 

I was suddenly stricken by 
this and then thought about 
my previous actions in this 
office, my japes, my joke (sic 
Ed.) My constant talking 
must have offend instead of 
(as I intended) endearing. So 
Trenton I would like to 
apologise to you and the team 
and also thank you for allowing me 
to grow. I, like Lester, have taken a 
metaphoric journey, a rite of passage - and just 
like Lester it was a horrible experience, though 
better animated (where I was sitting). 

Then again, before you finish this letter Trent 
I’d like to check the where you are sitting. You’re 
at your desk aren’t you? Well, why not check 
underneath your chair - DON’T GET OUT OF 
THE CHAIR - you feel that metal object - yeah? 
Yeah? Well that’s a chairmine mister. M 
Cheers 


Lester is not taxing and along with 
the sprite being strangely 
animated, having to endure tests 
that bore and generally feeling that 
you’ve wasted your money it gets 
on your nerves a bit. Tough stuff, 
but for the wrong 
reasons. The 
geeky hero was 
a nice idea 

and that ^ ^ 

work either. ■ 


Uh oh, Lesters groin thrusting isn’t impressing Ms Bicep. 


3) Then today I asked “Am I going to review a 
ground breaking Super Nintendo game today or 
what me old mucker.” and held out my hand 
(complete with stun-o-matic buzzer). And you... 
now I know you’ll remember this... grabbed my 
arm twisted it behind my back, shoved In a cart 
and said (and I quote) “Listen I don’t like you, 
nobody likes you and the sooner you get that in 
your skull, the sooner you will grow up and 
move off back to Oldham where you 
belong... irksome bast.” 

The next thing I knew I was 
playing Lester the Unlikely Hero 
and thinking that this must be the 
ground breaking game we had 
been talking about. “Sheesh” I 
thought, “look at the animation on 
that, there must be 250 frames on 
that geeky bloke, who looks a bit 
like me and who’s wearing my 
hooded top. 

“Gosh I” pondered, “this 
game is not actually stunning 
in the looks department (despite 
the fact that It employed this 
revolutionary type of animation 
- which doesn’t work) and 
Immediately I can see that this 
game isn’t going to entertain 
me, hmm what was it Trent was 
saying about Oldham?” 


the pei^iy drops 

As the truth sank in I realised what you’d been 
saying to me and I sobbed and sobbed and 
sobbed. Then through that veil of tears I saw 
another truth. The truth of Lester, the unlikely 
hero of this game, he’s me isn’t he? You thought 
that I might learn a lesson from this game, find 
something out about myself - and no doubt run 
home sobbing, as I did. 

The Idea that the game has taken as its hero 
somebody who would be derided by everyone is 
worthy in the extreme, especially when you see 
that as the game continues Lester does develop 
into a hero: his back gets less archy and he 
stops running away from things by the time he 
gets to the end of each level. The trouble is the 
game is completely crap. The puzzles while 
taxing for a moment or two are all easily 
overcome, the only real problem is maintaining 
the patience to complete It. Without the aid of 
countless continues you have to learn each 


Am I going to review a 
ground breaking Super 
Nintendo game today 
or what me oid 
muoker? ” 


s\nnon 


Shake Lester, shake like a crap bloke in a rubbish game. 


Dear Trent, 

I know what you’re thinking, 

you’re thinking that It was pretty 
irresponsible of me to write a four word 
review of that game and go home 
weren’t you? Well yes you are 
right to think that, it was. You see I 
haven’t been feeling well 
recently, just generally a bit 
down and depressed and more 
to the point geekish (with a hint 
of paranoia). I’ve been thinking 
recently that all my jolly japes 
around the office - the kipper on 
the lamp shade, the marbles on 
the stairs and the bucket of water 
connected up to the mains socket 
were going to get me a place of the top 
japester poll. I thought that people would suffer 
woeful fates due to my blantant buffoonerlsms 
and come running to tell me what a great guy I 
was. Not so, here are three recent examples: 

1) I got down on all fours behind Jon (the art 
Ed.) after telling Patrick to push him over me. 
And when I came to I realised they’d just given 
me a kicking instead. 

2) I ran up to Colin the Publisher yesterday 
and said “Knock knock.” and he shouted “Get 
lost!” And punched me in the throat. 


















































n don’t want to join the air forde,’ sang Tim Morris. ‘I 
don’t want to go to war.’ But it was too iats» we’d 
aiready zipped him into his survival suit and started 
the engines of his F-15. 


I tried ko make the Olympic rings from the 
pattern of my bomb blasts. It didn’t work. 


Money? Land? 

'Power? Religion? 

Maybe. For the . 

media generation it’s 

about laser guided i ' V./ ^ 

bombs and video m. •' ^ ^ 

cameras mounted on 

planes. It’s about - ‘ w 

news reporters inr jfc ^ 

flack jackets looking 

terribly bravei It’s 

about ‘our brave 

lads’. Most recently, 

it was about kicking Saddam’s ‘ass’ (although I 
should have thought we could have done 
something a bit more devastating than 
assaulting his donkey). 

One day, soon, I’d like to be able to forget, 
about how marvellous ‘our boys’ are and how\ 
soundly we ‘kicked Saddam’s ass’. It’s not that I 
don’t appreciate everyone’s efforts or anything, 
it’s just that It doesn’t seem terribly sporting to 
keep harping on about it. It’s over. Done with. In 
the past. Didn’t your mother ever tell you It 
wasn’t nice to gloat? 

What we have here, you see, is some gloating. 
The premise of this desert-based shoot ’em up 
is that we, in NATO, are big and hard and clever. 
People who live in the Middle East are weedy, 
evil, mean-spirited and stupid. They’re easily led 
and any despotic madman who fancies having a 
go can be their leader and take them to war with 
their neighbours (I’ve never liked that Helen 
‘Bloody Holier Than Thou Wise Old Biddy’ 
Daniels anyway). They need teaching a lesson 
and we’re jolly well going to make sure they 
get one. 


iSiliii 


Iff 


There was slightly more cleaning up to do 
after the party than anyone had expected. 




Er, some sort of desolate urban landscape. In grey. Very 
evocative. But not much to do with bombing deserts. 
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It’s easier to bomb planes on the ground than to 
shoot them out of the sky. It’s easier to make a pot 
of coffee and settle down in front of the telly with a 
big packet of biscuits than to shoot planes on the 
ground. I know what I’d advise you to do. 


That’s my plane, that is. It flies about 
the place and bombs things. 
Sometimes. Actually, most things are 
rather difficult to hit, but you get quite 
a few bombs so just drop loads and 
you might hit somrething. Eventually. 


snap 


I try my best, but your guess is as good as 
mine on this one. Is it a horse with a hat on? 


Of course, the second pass doesn’t quite do the 
job so a third, and then a fourth is required. By 
this time, loads of enemy fighters have popped 
round to see what all the noise is about and ask 
you if you wouldn’t mind turning the music 
down. Suddenly, they’re shooting, the blokes on 
the ground are shooting, the baby’s crying and 
you’ve run out of missiles. 
Now you’re also desperately 
short of fuel. But that’s okay, 
you think, this is a Desert 
Strike rip off, there’s bound 
to be fuel around 
somewhere. Or a base 
where I can land safely. Or 
something. 

There isn’t. 

I searched the map. I 
searched the instructions. I 
looked down the side of the 
sofa and behind the fridge. I 
couldn’t find any way of 
landing safely 

and refuelling my plane. Nor could I 
find any sign of one of those big 
flying tanker things with the huge 
hose pipe dangling from the back. I 
found a couple of pens, a recipe 
book and some aging peanuts, but 
nothing that would actually help. In 
the end I just had to keep flying 
about until I was forced to crash 
land. To describe It as ‘bizarre’ 
wouldn’t quite do It justice. 

Once I’d landed, I was treated to 
a set of statistics which told me, in 
the most tedious detail, exactly how 
badly I was doing. It’s like a sports game with 
these stats and almost all of them are totally 
incomprehensible. But it’s very much in the 


Oh, I don’t 
James 


f Stop 


nature of stats to be compex and unfathomable. 
Isn’t it? There seems to be quite a bit in there 
about tactics, so perhaps I just wasn’t being 
strategic enough. But then again, how strategic 
can you be when you can’t even find somewhere 
safe to park your plane? 

When I finally escaped from the stats screens 
(no mean feat, let me tell you) I was forced to sit 
through a couple of news bulletins from the 
Global NewsNetwork (GNN, geddit?). It’s not 
optional. I reset my SNES. 


ain’t no stopping it 


While we’re on the subject of things not being 
optional, there’s no way of skipping the 
briefings, no matter how many times you’ve 
seen them. Thanks, guys, that’s really 
entertaining. When I play a game, I love having 
to read the Intro screens every time I start. 
Especially when I first get the game and I have 
to restart every couple of minutes. 

What else is there? 
Oh yes, the sound. Er, 
well, there Is some. 
There’s music, too. I 
hate game music. 
Please stop putting it 
in. At least make it 
optional. Or I’ll kill 
you. 

Well, well, well. The 
bottom line Is that it’d 
a slightly below i 
average arcadey- 
looking shoot ’em up 
with dreams of being 
Desert Strike that doesn’t quite make it and has 
enough irritating foibles to make you not 
want to give It the benefit of the doubt. (Great 


this is. Er, how about 
The Kentuckian. 


The F-15 is a 
fearfullly expensive 
military thing which 
can drop big things 
that go ‘bang’ on 
unsuspecting 
passers by from 
extraordinary 
heights. They should 
only be operated by 
professionals.. 


It’s Desert Strike in an F-15 or an A-10. You fly a 
plane. You shoot things. Some of them shoot 
back. It should be fast. It should be frightening. 

It should be fun. It should be lots of other things 
beginning with ‘f’ except 
farthingale and Folkestone. 

The problem is that it’s not. 

Nor Is it terribly accessible 
or, once accessed, 
frightfully interesting.Being, 
as you are, in command of 
a plane, you see the world 
as it slips by beneath you. 

Or you nearly see it. By the 
time you’ve worked out 
what it is you’ve seen it’s 
either shot you or, in the 
case of those all-important 
targets, it’s suddenly too far 
away for you to be able to 
do anything about destroying it. This means a 
second pass just to make a start at hitting things 
(and being a top war plane type-thing it’s about 
as manoeuvrable as a drunken hippo on roller 
skates so that ‘making a second pass actually 
means ‘flying around for quite a while trying to 
get back on course for the target’). 


I searched the map. I 
searched the 
instructions. I iooked 
down the side of the 
sofa and behind the 
fridge. I couidn’t find 
any way of ianding... 99 


Bomb sight. It differs from a bomb site 
in that it shows you where your bomb 
will land if you drop it now whereas a 
bomb site merely shows you where 
your bomb fell when you dropped it 
moments ago. 


Sentry towers are 
handy if you want 
to put your sentries 
somewhere. Have a 
pop at them if you 
can spare the 
bombs because 
they’ll shoot at you, 
but you can dodge 
most of their 
attempts. 
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wmmm 


If you want to play Desert Strike 
you’ll have bought it already and 
you really won’t want to bother 
with this. It fails as a shoot ’em up 
and it fails as a strategic wargame 
And there’s absolutely NOWHERE 
to park your plane 
which is always a 
pain - I mean 

have you seen ^ 

Raid On m/ 

Entebbe no, m 
wrong film... » 


System 3 




the golf war 

According to Rule 14-3, a player ‘shall not 
use any artificial device or equipment: a) 
which might assist him in making his stroke 
or in his play...’ Now it seems to me that an 
F-15 fighter/bomber would definitely assist a 
chap in his play and is in clear breach of this 
particular rule. I shall be writing to the Royal 
And Ancient Gulf Club Of St Andrews at 
once to protest. 




Pausing the game calls up this helpful map screen thing which tells you almost everything you need to know about 
where your targets are, but doesn’t delete them when they’re destroyed. Not quite so helpful, then. 


Ah, here we are, some lovely stats. I don’t want stats, I’m 
afraid, I just want somewhere safe to park my plane. 


. S;. 


In case you’re especially interested in how your stats will 
eventually be calculated, there’s plenty of info available. 


Scott! A 42 word sentence - Mother will be 
proud.) And behind it all is this Gulf War theme 
that doesn’t quite work. 

The thing is, you see, that this isn’t a game 
about the Gulf War. Oh no. It’s a game about 
some fictional Middle Eastern loony and the 
good guys’ attempts to thwart his evil schemes. 
Any similarity between that and a recent conflict 
which snuffed out a great many lives and 
Irretrievably ruined a great many more is purely 
intentional. But you can’t make an arcade game 
out of a real war, people might get upset. So it’s 
best to dress It up as a humorous fictional war 
and everyone will be fooled and everything will 


be really great. 

Only It’s not (really 
great, that is). It’s 
shabby. It’s annoying. I 
don’t like it. I don’t 
want to play It any 
more. If that’s all right 
with you. Not that I 
care whether it’s all 
right with you, I just 
thought it might be 
polite to make some 
pretence at asking for 
you approval. Golly, I 
am in a grumpy mood. 

War, apparently, is 
stupid. And people are 
stupid. And that must 
be true because that 
noted intellectual and 
poet Boy George said 
that. Computer games, 
however, need not necessarily be stupid and 
making them stupid Isn’t big or hard or clever. 
I’m going to go and sulk in the corner for a bit 
now. Wake me up when it’s over. K 


Some 

shoot back. It 
should be fast. It 
should be frightening. 

It should be fun. It 
should be lots of things 
beginning with ^f’... ” 
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If you’re unlucky enough to fail in your mission, you have 
to watch this briefing screen EVERY time you re-start. 
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Magnus Magnusson: Question one - tell me the main 
difference between the game called Lemmings and 
the game called Humans. 

Duncan MacDonald: That’s easy - in Lemmings you 
controlled lemmings and of course in Humans you 
control humans. 

Magnus: Well done. Question two - tell me some 
other differences between Lemmings and Humans. 

Dune: Er... 



This is a... well it’s some kind of perhistoric beast isn’t 
it? It does set the scene though. 


A ctually that intro was slightly unfair. 

After all, just look at the screenshots 
and you can see for yourself that 
Humans doesn’t really look like 
Lemmings. The sprites are bigger, for 
a start... and it sort of resembles a platform 
game more than an out and out puzzler. Okay 
then. I’ll try and think of some other differences 
between Humans and Lemmings (I’m sure I can 
if I try hard enough). Here goes. 

Difference Two: In Lemmings you didn’t 
actually control the movement of the lemmings: 
that’s to say that they just kept on walking 
inexorably while you assigned ‘modes’ to them, 
telling them whether to dig, or to tunnel, or to 
explode or whatever. In Humans, however, you 
DO control the movement of the Individual 
characters. You move them around each level, 
one at a time. Whenever you’re controlling a 


particular human the others are all standing still, 
waiting for you to come back to them to show 
them what to do next. 

not so fast 

Difference Three: When you compared the size 
of the Lemmings sprites with the size of their 
backdrops while simultaneously trying to divert 
the flowing mass to safety and Ignoring the 
ticking-down of the timer (because of more 
urgent and Immediate distractions), you realised 
how bloody fast the little basts actually moved. 
In Humans, though, the reverse is true. You 
don’t have a seemingly unstoppable horde of 
hamster things to deal with, you instead, as 
you’ll know by now, have a small handful of 
individual cavemen - and when I say that these 
geezers don’t move very quickly. I’m 









super nes. 





The backgrounds in Humans are very bright and liveiy and entertaining, iook at that deep hued 
red, so very engaging in a very primai and animalistic sense... the game’s pretty dull though. 


The world’s first 
silent comic was 
found in Delph 
Saddleworth. It is 
now believed that 
he was actually 
shortsighted and 
not a comic genius 
at all, pity that. 


understating somewhat. Let’s put it like this. 
Imagine a game where you have to guide a 
glacier (in real ‘geology style’ time) down the 
side of a very slight antarctic incline. Yes? That’s 
what Humans can feels like at times. 

Difference Four: In Humans - as in Lemmings 
- there’s the timer ticking down. In Lemmings 
this was just part of the overall nightmare, but in 
Humans, unfortunately, it’s just part of the 
overall annoyingness. Picture the scene: there 
you are, on level whatever, and you’ve got the 
solution sussed, after a bit of lateral thinking. 

You can clearly see, for example, that you have 
to get humans A and B to point X... where they 
can then help humans C, D and E reach the goal 
at point Z. In other words you know exactly what 
you’ve got to do, but unfortunately you’ve not 
only got to wait for the humans in question to 
actually do it, but you’ve got to sit there with 
your thumb on the relevent parts of the joypad in 
order to guide each individual character 
throughout his glacial journey. 

Yawn City. (I 
actually fell into 
a coma halfway 
through level 
nine, and had to 
be recussitated 
by fifteen 
doctors). 


Difference Five: In Lemmings you could pause 
the game at the beginning of each level and 
scroll around, checking out the problems ahead. 
And it was part of the fun, eh? Advanced 
planning and all that, and a chance to gather 
your wits before the ensuing chaos. But in 
Humans'? Forget about it. You can only see the 
area in which your humans are currently 
stationed. Okay, I’ll admit they’ll 
often have 
completely different 
start locations, 
meaning you can flit 
from one to another 
and get a bit more 
info... but at no time 
do you get the 
complete picture - the 
overall scheme of things. And you know what 
that means, don’t you. No? Then let me tell you. 
It means that, unless you’re incredibly lucky, 
there’s no way you’ll complete a level on your 
first go. Maybe that was the idea, though. 

Maybe one of the intended attractions of the 
game was that you’d have to fail a few times to 
begin with, as you explored your environment 
and built up a mental map. Unfortunately, as you 


Many have likened this enormous tapestry-like 
screenshot to a tapestry - however thanks to carbon 
dating it is now known to be living with a charred rock. 
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Considering what has gone before 
it isn’t reaiiy acceptabie that 
games shouid be taking steps 
backwards and with Lemmings 2 
reiease coming any second now 
this wiii no doubt be refiected by 
the way the punters 
treat Humans. 

This is oniy for 

the most avid ^ 

and patient ~ 

of puzzie m 

fanatics. ■ 


Gametek 


GOTASPARE 
OF DAYS? 








After moving all the Humans to this point (it took tL. 
trillion years), the previous sequence is repeated: 
each human must vault onto the moving platform 
(bird) and return the spear to his chums. 


Lo and behold here’s another spear. It’s taken seven 
thousand years to get to, sure, but there’s no finishing 
the level without it. So where to go now? Back to the 
other Humans, as it happens. Put the kettle on. 


A rather yawny sequence: Human One throws spear 
back to the starting island so Human Two can pick it 
up and use it to pole vault across. Human Two repeats 
process for Human Three. Etc. Etc. 




Now you see why all the Humans are needed at the 
finishing point: they have to stand on one another’s 
shoulders in order for the final one to climb up and 
reach the teleport to the next level. And so on. 
Humans gets a lot harder and more ‘lateral’ as the 
game progresses, but by that time you’ll probably 
have overdosed on caffeine tablets or other sleep 
suppressents and will be unable to continue anyway, 
due to the fact you’re now in hospital. 


can only explore at about one zillimetre per 
hour, tedium can set in to the point where you 
think to yourself: “Hey, do I really care what this 
level is like?” and “Do I really care if I ever see 
the next level anyway?” 


human error 




Four humans have to help each other make it 
to the end of this level. And the timer’s ticking 
down. So what do they do? And care? 


Human One grabs the spear (the only one available at 
the start). Using the fiddly control system he then 
enters ‘jump mode’ (whereby the spear is used as a 
pole-vault, er, thingy). (Pole. Ed.) 




I 


Having reached the next island. Human One enters 
‘throw mode’ and kills the dinosaur with the spear. 
The dinosaur dies and the spear disappears. Human 
One, with no way back, decides to explore. 


The human prostrates himself between the great nipple 
of creation and the horn of the saxaphone of life. 


Difference Six: And this Is the biggy. It’s that 
while Lemmings was fun and frantic, all Humans 
manages to deliver is something that’s slightly 
Irritating and so slow it could be overtaken by 
twelve pieces of blu-tac sellotaped to the Blue 
Peter tortoise. There’s no ‘pazazz’, In other 
words... even the control system is awkward and 
ill-conceived, making little use of the joypad’s 
full potential. In theory a game like Humans 
could easily be brilliant - taking the Lemmings 
premise and distorting it a bit - but as it stands 
I’d steer clear if I were you. (Unless you’re a 
complete 100% puzzle game fanatic with the 
patience of a saint and the ability to remain 
unfazed by ridiculous joypad configurations). H 

Imagine a game where 
you have to guide a 
giacier (in real ^geology 
style’ time) down the 
side of a very slight 
antarctic incline. ” 



























































Heh heh heh hehe heheheheheheheh, “Odd shaped 
balls” whoooo hoohooohoohoohoo. 


Soccer Kid is the kind of game that gets captionn 
writers asking all sorts of questions... 




Meanwhile It was five O’ Clock on and the last train 
to Clarkesville was leaving half an hour early. 



The chief petty officer was always walking around 
moaning about pedantry, he took his job seriously. 







<Please, mister, can 
have my ball back?’ 
asked Tim Morris, 
plaintively. ’No,* we 
replied. ’Bog off and play 
down your own end.’ 



O ne of the favourite cop-outs for the 
less imaginative reviewers among 
us is to say, usually of a platform 
game, ‘Well, it’s all right, but it’s 
nothing we haven’t seen before.’ 

This annoys people because it’s a) a very boring 
thing to say, b) thoroughly unhelpful (you might 
just as well say it comes in a grey box for all it 
tells you about the game) and c) pointless in the 
extreme. (Who cares whether it’s new? Low fat 
cheese was a new idea but that didn’t 
make it taste nice, did it?) 

Any road, many of the 
more caring people in the 
games industry, keen to try 
to turn tedious hack 
journos into Pullitzer Prize 
winning writers by 
preventing them from 
whining in this wise, have 
added something new to 
their platform games. In 
the case of Soccer Kid 
it’s... a football. 

‘Ah,’ you say, ‘footballs 
have been around for many a 
long year, you tedious hack, 
what’s so new about that?’ 

To which I reply, ‘But there 
haven’t been any footballs in platform 
games.’ 

And you say, ‘Soccer Kid was out ages ago on 
the Amiga - my mate’s got it. So it’s not that 
new anyway, is it?’ 

And the I say, ‘Get out of my review, you 
smart alec reader, or I’ll write you into a very 
serious accident involving a length of garden 
twine, a whippet named Gordon, and a bottle of 
garlic flavoured wine vinegar.’ 

To which you, smart as a tack, reply... (I’m 



beginning to grow weary of this. Ed.) 

Sorry, where was I? Oh yes, I remember. 

Ocean had just added a football to the platform 
game so that I couldn’t say we’d seen it all 
before. Curse them. I suppose this means I’ll 
have to play the damn thing now. 

First impressions are very important, so my 
first impression will be of George Formby: ‘Heh- 
heh! Turned out nice again!’ 

Ha ha, how we laughed. Back to the review 
Ever the professional, I kept a 
notebook beside me as I played, 
and paused the game 
periodically to jot down my 
thoughts. Here they are: 
‘Difficult. Hard. Tricky. 
Taxing. Arduous. 
Demanding. Bloody hell, I 
think I need a cup of 
coffee.’ 

Allow me to expand. 
You don’t have to have 
seen many platform 
games to realise that the 
skills required are pretty 
much the same from one to 
another. You move right, you 
jump, if you’re luck you have 
some sort of weapon you can fire at 
the naughty fellows you meet along the 
way. There’s little real difference between Super 
Mario The Hedgehog’s Spot Brothers In Sonic 
Land and just about every other platformer on 
the market, and if you’ve mastered one, then the 
rest will be pretty familiar. 

Suddenly, though. I’ve been given a game 
where the central character (still the obligatory 
nauseatingly cute kid) is one of those soccer 
mad little scamps (who only exist in American 
fantasies) who never goes anywhere without his 
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That’s no free wheelin’ happy go lucky 
skateboarder, that’s the Devil himself, I think. 



Soccer Kid froze, yet he knew his fear of partially (Inset) The mad doctor sprawled forward, spluttering and 

obscured calculators was running away with him. coughing until suddenly the writer ran out of caption, pity. 





% 1^ uu uu uu 



“Agent 36, over here!’’ Hissed the litter bin, it was 
later charged with littering with intent, oh ho ho ho. 


football. And, of course, he’s a real wizard with 
the ball and he can do all sorts of neat tricks. 

‘Like what?’ you ask. 

‘Like killing rogue skateboarders. And Dogs. 
And workmen,’ I reply. 

‘Like, that’s realistic,’ you grumble. 

‘Like...’ (Like, don’t 
start all that again, or I 
shall have to kill you. Ed.) 

So the football is the 
little chap’s weapon. And 
it’s not like ordinary 
weapons. Oh no. 

Ordinarily, you’ve got an 
infinite supply of whatever 
it is you chuck and you 
can just keep on chucking them to your heart’s 
content. Or maybe you have some quasi- 
magical thing that does what it has to do and 
then comes straight back. 


perhaps it’s not wise to rely on him over much 
for advice. Especially since he was at least partly 
wrong. This is something of a New Thing and 
that, for a while, makes It quite a Good Thing. 

The graphics are clean and bright and 
entertainingly animated. I don’t know what it 

sounds like because, 
as is my wont, I 
played it with the 
sound turned off, but 
I’m sure it sounds just 
dandy If you like that 
sort of thing. 

But I’m starting to 
ramble a little, I think 
we need some sort of conclusion, really. All the 
elements of the traditional platform game are 
there (platforms, baddies, stuff to collect) but the 
football gives it a little something unexpected. 
And It needs it, because everything else about it 
is pretty much thoroughly expected. M 


First impressions are 
very important, so my 
first impression wiii be 
of George Formby: 
<Heh-heh! Turned out 
nice again!’ ” 


balls 

But this is a football (have I mentioned that?) 
and It behaves very much in the manner of a real 
football. You’ve only got one (so that if you burst 
it on a spike, you’ve lost it) and when you kick it. 
It stays kicked. Sure, It’ll bounce back off some 
of the scenery, but mostly it just keeps on 
bouncing off into the distance until it comes to 
rest somewhere. 

And that’s what made me think it was all a 
little tricky at first. I mean, for heaven’s sake, I 
had to learn some new skills. This’ll never do. I 
expect to be able to zip through the first couple 
of levels without really trying. Skills? Pah. 

At first it’s difficult to get the ball to do quite 
what you want it to. At second. It’s difficult to 
get the hang of kicking the ball at people (twice, 
in some cases) while still managing to avoid 
being hit by them. At third you have to keep in 
mind that if the ball bounces off down some hole 
or other, you’ll have to go bouncing after it to get 
It back. It’s all a bit of a challenge. And if you like 
a bit of a challenge, this’ll probably appeal. 

As my old mate Solomon once said, ‘there is 
no new thing under the sun.’ Mind you, he also 
said, ‘thou hast doves’ eyes within thy locks’ so 



It’s a truly spectacular graphic 
adventure with just the right mix of 
magic and technology... That’ll 
teach you to skip straight to the 
End Zone. You’ll have to read the 
review to find out that it’s a neat 
platformer with the 
tiniest twist of 
imagination 
that saves it 
from being 
merely 
mundane. 


Now 

£45 


Ocean 
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Here In Malta, there is nothing better than a walk 
along the rooftops surveying the workmen’s pants. 



Despite Soccer Kid being a cutesy little tykre we 
can’t help siding with the opposition and the Vespa. 





“Not strange.” thought Soccer Kid. “Completly 
normal and I am doing fine.” He passed out. 
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Tr»nton Wobb Is actually quite keen on 


military hardware. Which Is a little bit 


sad, but there we have It. So please 


excuse his naive enthusiasm for 


Choplittor lU. 


On Thursdays Chopllftsr ussd to help the onviromontal 
lobby fight dangerous factoiy emissions. 


ome on, let’s be honest, attack 
helicopters are sexy. Not in any ‘well- 
formed and cuddly in all the right 
places’ kind of way, but in a 
‘hideously over-armoured’ fashion. 
Hmm. Let me put it another way. Ever since that 
Air Cav cameo in Apocalypse Now, chopper 
formations have been hackle raising sights - 
especially if you can work some Bavarian opera 
into the scene. Ahhh. 

Look, you still don’t get my point do you? I’ll 
explain. Machines that are designed to do one 
job well have a certain purposefulness. Attack 
helicopters are designed to do one thing very 
well. They are designed to kill infantry. They do 
this very well. Ergo: when bristling with guns, 
attack helicopters have a certain look to them - 
in a ‘come here Lolita’ kind of way. As long as 
the Lolita in question is a quasi-Trotskyist 
guerilla infiltrating Ecuador. Let me try another 
tack. Take this helicopter in Choplifter III. It’s 


I 
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review 







A simple and enjoyable blast that 
lacks real depth. The set up is 
pretty tense and the ferrying of 
prisoners can be absorbing. 
ChopUfter is a proven veteran of 
the 80’s arcades, and if you still 
hanker after that kind 
of thrill it’ll prove 
enjoyable. If 
you want a 

little more m ^ 

head for #7 # 1 

(70 


the super gun affair 


NAPALM Effectively jellified petrol, 
use this flaming nasty to clear troops and 
all other unarmoured targets. 

MISSILE An unguided air to air 
missile. It can also be used on elevated 
ground targets and packs a decent punch. 

CLUSTER BOMB these two 

missiles loop out, ahead and down to 
devastating effect - much death and 
destruction. 

HOMING MISSILE It’s a missile that 

homes. What more do you really want to 
know? Oh and it’s got a red end. (snigger). 

IRON BOMB Hardcore explosive 

that’s dead good against armoured targets. 
Just sit above them and drop. 

NUCLEAR MISSILE An airburst 

device that wipes out everything on 
screen. Except you. Somehow. 

CHAFF AND FLARES These ECM 

pods allow you to defeat those ever so 
tricky guided missiles on later levels. 

ROPE LADDER An essential item 

for level two, where sailors have to be 
plucked from dinghies. Handy really. 

SHIELD A temporary shield that 
doesn’t last long enough. You just start a 
fight and the shield wears off. 

LIFE Divine providence allows chopper 
pilots to be re-incarnated (as chopper) 
pilots. Handy really 


matt green, it’s nimble and it packs more 
firepower than the average LA street gang. At 
full throttle It flies at an elegantly raked angle, 
while at hover it floats gently towards the 
ground. Bullets are your common killing 
currency and they impact with a satisfying 
percussive rumble and brief flick of orange 
flame. Wasting one soldier with a hit they’re fun, 
but not that much fun. Then there are the 
‘special’ weapons, liberated from floating crates 
these allow you to blast your way to higher 
bodycounts. 

Napalm may well be ideologically unsound, 
but in ChopUfter it’s a star. There are also 
sidewinders, cluster bombs, maverick missiles 




i 






and even nuclear 
weapons - although 
it’s never explained 
just how a helicopter 
survives a 
thermonuclear 
explosion and EMP. 

Still. There you have 
it. Guns and lots of 
them. Hurrah? 

hind 

I can tell that you’re 
not impressed by the 
‘death from above’ 
angle. How about 
helicopters as 
humanitarian 
helpers? Hurrah? 

Great! 

Helicopters are cool because they help the UN 
save lives. Choplifter’s mission is to rescue as 
ROW’S from four different war-zones. The guns 
are only there for the self-defence. Flying out of 
a little UN base, the chopper has to track down 
lone prisoners and batches held Inside huts then 
rescue them. 

To finish a level you must rescue a set 
percentage of the 
prisoners. You can 
grab extras for a 
bonus score, but you 
have to get a basic 
number before you 
can even think of 
leaving. 

The trouble is that 
every man jack of 
them is guarded. So 
you need to ‘pacify’ 
the area before 
touchdown. Which is a little awkward as bullets, 
it transpires, kill anybody they hit, not just the 
bad guys. (Blast.) So you have to dance between 
tracer fire and carefully pick your targets. 

Oh, and you can get shot down too. One hit 
won’t kill you (as was the case with original 
arcade ChopUfter), because in 1994 we’ve 
learned how to armour helicopters so they can 
take a number of hits before falling from the sky 
like the burning wreckage they have now 


Lucidly, In the middle of tho w«r-zono, Chopllftor found i 
handy holl-rapalr eontra that charged really low prices. 

become. And In 1994 we also have the 
technology to measure this with a funky little 
green graph. 




deeerIT I wonder which war 


The gameplay mutates out of these factors. The 
killing is fun and so 
simple, I could do it. 
The hostages are the 
key to progress and 
must be collected 
with relative speed. 
Compounding the 
shooting and saving 
Is the steady erosion 
of your armour. 

The result is a 
compromise, which 
doesn’t sound all that 
complimentary - but It is. The tension of the 
game comes from their competing demands. 

The more damage the chopper soaks up, the 
faster your rescues need to be. But then there’s 
always that lonesome vehicle which is just 
begging to be shot. And it would be rude not to 
have a pop. 

Despite all these bonuses ChopUfter fails to 
take advantage of the SNES and every trick in its 
book is played during the first few sorties. So 
maybe helicopters aren’t that sexy. This is mildly 
attractive but no a real stunner. ■ 


why Is this level set In the 
this scensriof 
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Simon kirrane is iost in a 
worid of fantasy. 

> It’s the craze that’s sweeping the nation’, 

1 ‘it’s the newspaper bingo of the ’90s’, it’s 
increased the sales of the Daily Telegraph 
by 30,000. Yes it’s the fantasy football 
league, the Radio 5 play by mail hobby 
that has spawned a newspaper game a TV show 
and has got half the nation hooked every 
Wednesday. 

To sum up: the idea of the league is 
to pick a squad of players from a 
list and create your own team, 
with your own made up name 
You could call them 
anything you like (my 
team’s called American 
Sock, it’s an East African 
slang term for 
something rude). The 
snag is you only have 
£20 million to spend on 
your imaginary team so 
if you are like me you 
buy a great striker a 
great goalie and then 
have no money left for 
anyone else who’s any 
good. I am bottom of the 
Zone league and my team is 
derided daily by everyone who 
walks past the league table pinned o.i 
the notice board, next to the canteen, beside 
the 3 year old ad for the luxury villa in Portugal 
(Seeps three) apparently. 

fantasy eyebrow 

Ryan Giggs will set you back £3.2 million and 
has so far accrued 15 points, so he’s not such a 
bad choice and is the highest scoring midfielder 
you can buy. I didn’t buy Ryan Giggs, I bought 
Milton, Milligan and Gordon as my midfield, they 
cost me a combined total of £2.3 million and so 
far have garnered no points for me at all points. 
Not the best choice in the world, really. Still the 
whole affair reinforces the idea that we as a 
country are very much pro football, we are all 
‘into’ the game but when push comes to shove 
we like league soccer, local teams are our bag 


and when it comes to internationals we have a 
crap team and couldn’t give a flying tackle. 

Luckily for Acclaim though our national 
aversion to world soccer is due to our team’s 
ineptitude, to get around this Ryan Giggs’ 
Champions allows you to play as any 
International squad you like. You are given the 
option of 12 teams, ranging from the excellent 
Germany to the tolerable Japan, you are also 
given the option of an international tournament 
or an exhibition game. And that, strangely 

enough, is it. I say strangely enough because 
most soccer games out at the 
moment give you a host of 
different options. Editing team 
player skills, changing the 
colour of the kit. Changing 
your player’s hair colour 
and styleIt’s getting 
rather like My Little 
Football Squad. Ryan 
doesn’t give you that 
though, there are no 
transfers to be made 
in the game, no 
ground improvements, 
you can’t pick a 
different coloured kit 
and you can’t create 
your own favourite team. 
So if you’re Into options 
then this isn’t the game for 
you. However what the game 
does make concessions for is real 
football. This is more of a football sim than a 
football game, it hasn’t included any of the 
features that have worked well in other games, 
such as the magical aftertouch that games like 
Striker have provided. Which are lots of fun- but 
let’s face It there are no players in the world who 
can bend a ball as dramatically as that game 
does without the aid of telekinesis. Neither is 
the game a frenetic pinball game with the ball 
constantly ricocheting off players with no 
real structure. 

method man 

Giggs offers none of these, what it appears to be 
striving for is a more realistic mode of play, 
before passing players look up and check where 


The eerie floating map lets you know where all the other 
players are on the pitch. Clever that... and eerie. 


Hans let down his whole team by having his tantrum in 
the centre circle. (Above) An opposing player intercedes. 


‘Zigger, zagger, zigger, zagger, Ath-le-tic’. What does 
that mean then? Or what about, ‘Ohhhhhhhhhh your sh...’ 


^ . 
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So here we are looking at Ryan Gigg’s Champions the new game fromn software giants 
XYZ Copiers, hang on a minute... 



Welcome to the standard football caption, are we all ready? Then take it away Randy: 
“Hello there folks, glad you could all make it to Randy’s caption. OK, bye y’all.” 


their squad is. Time has to be taken when 
moving up the pitch. Let’s face facts, in most 
soccer games the pitch might as well be a 
Basketball court. All you ever need is a 
single hefty lob and the next thing 
you know you’re in the 
opposition’s five yard box. 

Nice, fast and sometimes 
exciting but just not real. 

Other aspects of the 
game’s method (and the 
word method should 
conjure the image of a 
De Niro engine running 
the game, having spent 
a year following real 
soccer stars, wearing 
tacky expensive suits 
and hanging out in night 
clubs called Coco 
Savannah’s) such as the 
ability to give quick bursts of 
speed and turning on the ball to 
fox defenders also add to the 
realism. Indeed the pace of the game, 
the flow of the game and what could be called 
the nitty gritty of the game are ail steeped In real, 
live football. Your player’s can perform some 
pretty stunning play though you will have to 


work for it. The A button automatically shoots on 
goal when you are In possession, which saves 
you a lots of nasty twisting and turning but 
running with the ball and pressing A 
is not so effective, unless you are 
extremely well placed. If 
though you can get a high 
ball into the box and then 
press A, the player 
nearest the ball will 
spring into action and 
pull off an acrobatic 
shot. 

Ryan Giggs’ 
Champions is not the 
result of copying 
previous video soccer 
games and neither Is it 
the result of somebody 
thinking up a quirky twist 
on soccer, no the games 
uniqueness is it’s reality. 

You do need to be 
disciplined about playing or 
otherwise the game will be just too 
slow and laboured for first timers. Along with 
this it is painful dull when a ball comes floating 
down to a striker and when you press the ‘A’ 
button he decides to perform a sliding tackle 
and not a graceful overhead shot. This has got 



There’s nothing worse than getting a Yellow card off the ref... except a red card of course. He could always give you a 
note saying that you were double parked. Worse still it could be a note telling you that you only had three days to live. 



to do with timing the shot but did happen a few 
to many times than is really tolerable. 

It was only yesterday as Giggs scored on the 
tele that a commentator mentioned that the boy 
wonder didn’t look up as he slotted the first 
game of the match away that I realised where 
this game goes wrong. It doesn’t allow for 
players like Giggs, it aims for a mediocrity of 
realism. All the players look up when passing or 
shooting, all the players pull off similar shots 
under the same circumstances and at the end of 
the day a mass of similar players, hand in hand 
with the games control problems do tend to 
detract from what was promising to be a very 
real challenge to the SNES Soccer hierarchy. If I 
had to be embarrassingly positive about this 
game then I would say that it is the best Soccer 
game released this year. And if I were to be the 
sort of bloke who keeps you hanging on I’d say 
that Fifa Internationa! Soccer is reviewed next 
month and you should see how that Is looking 
before you decide which one is for you. H 

...changing the colour 
of the kit. Changing 
your player’s hair 
colour and style - it’s 
getting rather like My 
Little Football Squad 99 





This is the purists game, the 
soccer pedant’s sim. Stiii Super 
Nintendo is about piaying games, 
there is room for reaiity but oniy in 
smaii doses. A worthy game but 
not rounded enough to chaiienge 
the top when it comes 
to high scores, 
despite this it 
has kept me 
playing and 
happy for 
days. 

Now 
£50 

Acclaim 
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Apparently, if you 
include a 
lev^with icy 
platforms, the 
authorities 
imprison you. 




Don Adams once swerved violently to avoid Jonathan 


Nash stepping blindly off the pavement. 



N nnngghhhhh. No. I’m not going to 
write this review as if it were an 
episode of the cartoon show. No 
matter how great the temptation to 
dash off another few pages of 
sarcastic dialogue and stage directions, I’m 
going to stick to a plain old straightforward 
style. Wish me luck. Over the top. 

long pause 

Doctor Claw: So, we meet at last. 

Inspector Gadget: Hello, Mr 
Postman. I believe you have a 
message for me. (He trips over his 
coat; a fish on a spring comes 
out of his hat and knocks 
down some henchmen.) 

Doctor Claw: Oh, to hell 
with it. (He shoots 
Gadget accurately 
through the head.) 

Nonononono. 

awk 

Inspector 
Gadget is a 
platform game, 
but hold on thar. In 
a way, it’s a pity it 
arrived too late for 
inclusion in the cartoon 
feature (page 21, remarkably 
obvious plug fans) because the 
game captures the feel of the 
character very well. As Gadget, you 
have a battery of ridiculous, well, gadgets 
concealed in your hat. Yes. Your limbs are 
also extendable, as is your neck, something that 
was never adequately explained in the show. (Is 
Gadget a robot? Or a Six Million Dollar Mannish 
sort of cove? Or did he barely survive an 
aeroplane crash in Tibet, saved by a secret sect 
and returned to the world with superhuman 
powers and William Gaunt? It’s a mystery.) 
Anyway, there are the gadgets, and the limbs, 
and you have to decide which gadget or limb is 
best to use at a particular time if you want to 
progress through the dozens of levels. This is 
hopeless. I laughed at such godawful sentences, 

(Above) Inspector Gadget stands on a platform while the 
room rotates around him. (Left) Inspector Gadget hangs 
from a ring in a chain by a hand in his hat. 


stating the patently obvious and sounding like 
the press blurb. “Decide which power is best to 
use at a particular time if you want to progress 
through the x levels.” We’ve all seen it. And now 
I’ve used it. Sob. (Reviewer blacks out.) 

Penny: Come on, Brain. We’ve got to 
help Uncle Gadget to escape from 
those badly disguised MAD agents, 
even though you’re a dog and 
I’m seven years old. 

Brain: Call my agent. 
Nononononono. 

llama 

Inspector 
Gadget is, 
you see, a 
game of 
contradictions. 
Those gadgets. 
They’re genuinely 
good fun to use - 
especially the thing 
which fires a ladder of 
sink plungers so you can 
climb walls - and, as you 
might expect, there’s a limit put 
on the number of times you can 
use them. But the counter which 
tells you how many plungers (or 
whatever) you have can’t go above 
three, so even if you’ve collected 27 of 
them, the screen is insisting you’ve got 
three. Terribly useful when you’re trying to 
calculate exactly what you need to get past that 
obstacle. You end up just zipping around, firing 
off things regardless until suddenly you run out. 

Except you don’t. There are so many power- 
ups around it’s silly. Kill a baddy (they say 
“Ouch” a few times in deference to Nintendo’s 
non-violence policy and then, er, explode) and 
they leave a power-up. Hit some blocks in your 
path and they turn into power-ups. Knock three 
times and ask for Joe while showing your folded 
newspaper and you’ll be served homemade 
alcohol in coffee cups. Or something. 

In fact, the only power-up that isn’t freely 
available is the single one you need: the one that 
returns your coat. You see, when you get hit, 
you aren’t killed outright, but first lose your coat 
in a seemingly helpful but in reality calculatedly 




















'94 gone, 
anyway? 


review 


Not the skin abrading disaster we 
were led to believe, but neither is 
Inspector Gadget a good game. 
The character is fun, and the 
gadgets are fun, and the jumping 
around is fun, but the gamepiay 
itself is sticky and 
unexpectedly 
harsh. And 

where has ^ 


strange, isn’t it? I had far more fun playing Inspector Gadget 
than I did either Mega Man X or Rainbow Bell Adventure. 
What cah we deduce from this? That it was Binns, the cook. 


very good. Fine 
for a few chuckles, 
smart to mess around 
with in a wondering what 
this gizmo does sort of way, 
but nothing to get excited about, 
or pay £50 for. 

the moral 

Inspector Gadget: Well, that’s another case 
solved. And remember, Penny, never bury clams 
in a plant pot for three weeks before introducing 
them to a seafood platter as an untraceable 
method of murder. 

Penny: Okay, Uncle Gadget. 

It has to be done. [ 


It’s just like a 
comic strip, 
except vertical and 
without dialogue. 


confidence 

Inspector Gadget’s an odd fish. I was really 
enjoying springing around using all the 
‘gadgets’, but the continental plate collision- 
uneven difficulty level sparked my ire no end. 
(The first boss is a set of candelabra which half¬ 
heartedly waves flames at you while the room 
rotates unconvincingly; the second is a gigantic 
moving pendulum that lurks at the top of a death 
trap-ridden watchtower and scythes through half 
the width of the screen at a time.) The problem 
seems to be that Hudson Soft (for it is they) have 
boobed plonking Gadget and his devices in such 
a harsh platform environment. He doesn’t fit in. 

The game’s not well designed, it’s not well 
balanced and despite the strange attraction of 
just playing around with it (as opposed to 
playing, if you see what I mean) it’s not really 


sadistic Ghosty 
Goblins sort of way. 

And the swinishly 
aggressive villains (which all 
take multiple hits) are bound to 
get you in an inevitable and 
ultimately screamingly annoying fashion. 

(In fact, some, like the snowmen on level 
two, are triggered before they get on screen, 
leaping into you before you can react exactly 
like snowmen don’t.) Top exploitation of the 
target age group’s abilities, chaps. 


Kill a baddy (they 
say *<Ouch” a few 
times in deference 
to Nintendo’s 
non-violence ^ 

policy). ** — 



















playing guides. 



In a pathetic attempt to 
amuse his friends OaniGl 
Pemberton said that 
this month’s PG Tips 
wouid be dedicated to 
usefui snippets of 
advice on goat herding 
in the 20th century. He 
failed, strangely. 

Send your top Super NES tips to: 

I’m skill, you’re not! 

PG Tips 
Game Zone 
30 Monmouth Street 
Bath, Avon 
BA1 2BW 

Remember that when you’re writing in, to pay 
attention to the following rules, ‘cos if you 
don’t I’ll be more than likely to come round to 
your house with a big stick and hit you 
repeatedly with it. Maybe. 

o First off make sure you’ve got a top 
original tip, or even better a super solution, 
(note the swanky usage of alliteration 
english fans.) 

o Then make sure that it’s got nothing to do 
with Super Mario Bros whatsoever. Or any 
SFII Super Turbo mode cheats. Or Zelda. Not 
at thing. Nowt. 

o Check you haven’t forgotten to put the 
name of the game AND the format it’s on. 
o Then make sure that your handwriting 
is readable. 

o Use your FULL name please or I’ll start 
‘inventing’ names, (i.e. D. Smith becomes 
Dwight Smith, or something equally nasty), 
o Double check that it’s not a SFII Turbo 
cheat. I know I’ve already mentioned this 
before, but I especially don’t want any of 
these, so I thought I’d point it out again. 
o Put this in a postbox. 
o Ooo, you did remember the stamp didn’t 
you? Tut tut. You’re going to have to start all 
over again now. 


zombies 

This month’s PG Tips are proving to 
be a bit strange, with quite a lot of the 
cheats being pretty useless, and to keep 
up this tradition here’s another one. Actually tell 
a lie, this one’s actually quite ‘interesting’. It 
allows you to enter the bonus stage. To get to it 
simply enter continue and put in the code BCDF 
on the passsword screen. Now press Start and 
as if by magic you can now start the game on 
the bonus stage. Day Of The Tentacle - it’s like 
some weird in game ad for the LucasArts PC 
adventure and draws on this game for its theme. 


back 

Blimey! We’ve got more tips for this 
game than you could shake a light saber at. And 
for these pearls of wisdom we must thank the 
man many call Peter Robinson. So if you’re 
having any problems in the game you could a lot 
worse than consult the next couple of 
paragraphs. 

First off is a cheat which not only gives you 
seven credits, but also allows you to do 
numerous worthless activities, such as rotating 
the title screen (Ooo!) and accessing a sound 
test. (Double Ooo!) To activate it, start the game 
as normal, and then press and hold down 
buttons Y, X, B, A and DOWN. With these still 
held down, press Start. You should now enter a 
sound test. Great stuff eh? No, not really. But 
this Is: press Start again to re-enter the level, 
and then press it once more to go back to the 
sound test. You should see there is now a 
message under the word ‘Sound Test’. Repeat 
this several times and eventually a message 
should appear telling you to enter Y, Y, Y, Y on 
the title screen for rotating frolics, or X, Y, A, B, 

X, X for 7 credits. Turn the power off, and then 
back on and enter these codes onto the screen 
with “Start Game”, “Option Menu” and 
“Password” on it. 

The next bit isn’t much of a cheat, but useful 
nevertheless. If you slide down the second pit on 
Noth in level 2 you’ll find two power ups, three 
extra lives and five health swords! Unfortunately 
once down here you can’t get back out, but as 
there are plenty of extra lives, it makes It 
worthwhile. 

Finally, if there are still any half-baked, herbal 
tea sipping gamesplayers out there who can’t 
get anywhere in the game, then I suggest they 
try out some of the following passwords: 

Level 1: SSFJNP, Level 2: JRGRTD, Level 3: 
MDBNMR, Level 4: HDPPLL, Level 5: WWBGHF, 
Level 6: PGBNBH, Level 7: TNPSPL, Level 8: 
SFRBLW, Level 9: LNGPNN, Level 10: FSFMSR 
and Level 11: HPLSHJ. 





wayne’s world 

Normally these sort of cheats are 
completely useless and not worth 
printing at all, but having heard the music to the 
SNES version of Wayne’s World I pity anyone 
who owns the game. This cheat allows you to 
turn off that music, but still have that oh so funny 
sampled speech. (Schwing! Oh ho ho, gets my 
chuckle bones every time). To do this pause the 
game during play by pressing Start on the first 
controller. Then press START on controller 2 and 
it will unpause the game, but this time without 
the music. Blimey! That was worth it. 



final fight 2 

If, like me, you can’t stand in two 
player mode having to have different 
characters then I suggest you listen to 
Miles Seddon’s wise-ish words. He says that 
firstly you should get to the title screen (the one 
with “Game Start” and “Option Mode” on it). 
Once on this press DOWN, DOWN, UP, UP, 
RIGHT, LEFT, RIGHT, LEFT, L and R. Once 
you’ve done this the screen should magically 
change colour and you will now both be able to 
select the same character. Wahaay! 

super 

bomberman 

Do you long for Bomberman to be the right size 
to headbutt Ronnie Corbett? Well if you do, a) 
you’re very strange and deserve to be put in a 
pair of wraparound pyjamas b) are in luck as 
we’ve got a cheat that enables you to do just 
that. Simply enter the code 5656 as a password 
and you should discover that Bomberman is 
now heavily reduced in size! As for Ronnie 
Corbett, well erm.. I’m sure he’s In panto 
somewhere. Also if you fancy a sound test 
simply put a controller in port four of the 
Multitap (If you’ve got one) and hold down R as 
you turn on the game. 

mortal kombat |[^g| 

Blimey, Mortal Kombat cheats are gettiSgJike r 
those records that sound like the pile of to^ 
that was “Rhythm Is a dancer” ie there’s far too 
many of them, and none are any good. They’ve 
also got some really dodgy lyrics, (eh? Ed) 

Ermm, right. Anyway here’s yet another one to 
add to the huge numbers around. First off 
choose Sub Zero Vs anyone you like In a two 
player round, and win the first round. Then in the 
second round use three uppercuts and two foot 
sweeps and your opponent should have less life 
in him than Jimmy Tarbuck. Freeze them with 
one of those icy blast things and then use your 
death move to finish them. They then split into 
two different people! Spooky eh? (That it may 
be, but it’s still a pretty shoddy tip. Ed.) 

rock ’n’ roll 
racing 

I don’t know If this applies to you, but 
the very term ‘rock ‘n’ roll’ to me conjures up a 
couple of sad old men trying to be ‘hip’. The sort 
of people who, if they were your Dad, would be 
immensely embarrasing. 

For example, say you were at a club or 
something. Suddenly your Dad turns up In 
crushed velvet purple flairs and starts to do ‘the 
twist’ badly in the middle of the dancefloor. He 
then remarks that the records ‘got a good beat’ 
and asks the DJ if he’s got any records by 
The Shadows. 

Anyway, you’d probably be equally as 
embarrased if you weren’t any good at this 
game. Lucky for you then that we’ve got some 
passwords isn’t it? Try any of the following: 

5CR8 RLCW 0S6S 

RKBR !8F5 SWJ! 

GBJQ 7SCD SWJ! 

R1LQ 2MFN SWJ! 

MFBR R8DX SWJ! 

HZLR1MC5 SWJ! 

XBF7 MHB3 5TJ!. 























T his month’s exhilarating 
selection of codes is for 
Daffy Duck and the Mario 
All-Star games. 
Remember, folks, you’ll need a 
Game Genie to get the best out of 
these codes or, indeed, anything 
at all out of these codes. Have 
you got a Game Genie? That is 
clever of you. 

By the way, have we told you 
how we can read hexadecimal? 
We could tell you exactly what 
these codes were doing to the 
game programs. We could. 

Really. It’s just we don’t 
particularly want to at this 
specific time. But we could If we 
felt like it. Anyway, if you uncover 
some codes while playing about 
with your Game Genie, send them 
to us, and, with the aid of 
Hornby’s rather enormous code 
database, we’ll adjudge whether 
your entry is splendid and unique. 
And if it is, who knows? You 
might get a free cart. But, please 
take note. If it turns out you’ve 
copied the code, we are legally 
entitled to blow up your house. 

Oh cheers. 



Daffy Duck - The 
Marvin Missions 


DDB33404 Infy lives 
C2833D6F Invincibility 
DDA2C76C Infy continues 
DD8517DD Infy ammo 
C28734AD Infy nutty attacks 
DDC814A7 Inly fuel 
DFBD1DA4 Start with one life 
D1B43DD7 Start with half energy 
BDBFCF64 90 shells for each gun 
DDA844D6 Gems are free 
D9A33FA6 Buy one life, get five free 
DDAC4406 Freeze gun ammo is free 
F9AC44A6 Electricity gun ammo is free 
F9AC4706 Three-way gun ammo Is free 
DDAC47A6 Bomb gun ammo is free 
DDA84D06 Anti-matter gun Is free 
DDA84F06 Nutty attacks are free 
DDA84DA6 Jetpack fuel is free 
D1C814A7 Fuel consumed at 1/4 the rate 
D0B91D04 Start on level 2-1 
D6B91D04 Start on level 3-1 
DAB91D04 Start on level 4-1 
FDB91D04 Start on level 5-1 


Aladdin 


C2674D0A Almost invincible 
DDB53467 + DDBA3FA7 
Level select on main menu 
(Press and hold R - use D-pad to 
choose level) 

17641DD0 Start with 99 lives 
DFB83F07 Start with 1 continue 
D9B83F07 Start with 5 continue 
DCB83F07 Start with 9 continue 
17B83F07 Start with 99 continue 
D46414A0 Start with 2 health 
D96414A0 Start with 5 health 
D56414A0 Start with 7 health 
DC6414A0 Start with 10 health 
FD864F6E 

10 gems needed for health increase 

4D864F6E 

20 gems needed for health Increase 


7D864F6E 

30 gems needed for health increase 

0D864F6E 

40 gems needed for health increase 

9D864F6E 

50 gems needed for health increase 

1D864F6E 

60 gems needed for health Increase 

5D864F6E 

70 gems needed for health increase 

6D864F6E 

80 gems needed for health increase 

BD864F6E 

90 gems needed for health increase 


Mario Aii-Stars 
Super Mario Bros 


C2CF04AA Infy lives 
6D88DFA3 Infy time 
9D2967AE Invincibility lasts longer 
D5DFFADD Select any world for Tile A’ game 


Super Mario Bros 2 


C2B8A455 Infy lives 
6D8F6D79 Infy time 

DADFF30D + D7DFF36D Select any world 
for Tile A’ game ___ 


The Lost Levels 


C26ED5A6 Infy lives 
DD336106 Never lose hearts 
D1D4FA0D Select any world for ‘file A’ game 


Stay In air until you release jump button 
D5D4F36D Select any world for ‘file A’ game 


Cybernator 


DBB117AF Start with 10 credits 
C2344FDD Infinite credits 
82C9470C+ 82C74FDC 
Protection against some hazzards 
62BF17AF Start with lasers 
62BF17DF Start with homing missiles 
62BF176F Start with napalm bomb 
D7BF1FDF Weapons start at level 3 


Taz Mania 


DD3BC540 Infy time 

C9354540 Infy health 

17341140 Start with 99 continues 

E882309 Each kiwi is worth 7 

6082309C Advance to next level after 1 kiwi 

D930C530 Each bird worth 50 seconds 


TinyTbons 
Adventures -> Busterl 
Busts Loose J 


BB6F14DF Start with 99 lives 
BBCOCFAF Continue with 99 lives 
3CE9448A Infinite health 

DB6D47D0 

Start with 9 continues - normal level 

DB6D4700 

Start with 9 continues - challenge level 


Super Mario Bros 3 ■ NHLPA Hookey *93 


82B008DD Infy lives 
6D3D6619 infy time 
El A3D60A Start as Super Mario 

CB6DACA7 

Enter this and following to change on map 
DF6DA8D7 Super Mario 
D46DA8D7 Fire Mario 
D06DA8D7 Raccoon Mario 
D96DA8D7 Tanooki Mario. Allegedly 
D16DA8D7 Shammer Mario. Apparently 
DDA0ACD3 


C2694D86 

Period clock is frozen (no time limit) 

60E84D98 + Code S 

Each period lasts for 15 minutes 

D6E84D98 + Code S 

Each period lasts for 30 minutes 

Don’t forget, you could 
BLAG a cart if you send in 
your own codes. 
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Where to go and who to kill, that is the question. 
Whether it is nobler in the SNES to suffer the slings 
and arrows of outrageous fortune or to get stuck in 
and kick them when they’re down. Well of course it’s 
better to kick them down... so here’s a guide to 
where the best minerals are all found in Mega-Lo- 



Manta. As discovered by Tranton Wabb. Ah, that’s 
where it all falls down really. 


epoch 1 aloha 



I look 

Solarium 

Herbirite 


WtKKi 

Parasite 

Bethlium 

Moonlite 




valium aquarium 


bOl'lC! 


Vi'ocK* Solarium Aquarium 


cilia 


epoch 2 dracula 



Planetarium 


Solarium 
Herbirite Paladium 


i Solarium 
^ Araldite 


f k>ctk^ Araldite “X” - Start square 


etcetra 



formica 



Moonlite 
Planetarium 
Pa* “ 


Uofikt; Lik'flc 

Moonlite Onion 


Wood r*o[u 1 

Herbirite Yeridium 
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what makes what 


ROCKS, WOOD AND BONES: rock 
weapons, catapault, spear, bow and 
crossbow. 


VALIUM AND PARASITE: bow, boiling oil 
and muskets. 


SLATE, MOONLITE AND PLANETARIUM: 

pike, longbow, gaint catapault, stick weapon, 
spear and musket. 


Moonlite 

Bethlium Aquarium 


Leave empty 


Araldite 

Tedium 


Solarium 

Onion 


Moonlite 

Planetarium 


general tips on just 
how to he a 
snccessfni 
megelomaniac 


Rocks 

Bones 

Valium 


Study each map carefully. Your starting 
position will almost always dictate your fate. 
So work out which minerals will provide the 
inventions you will want, then choose a sector 
with a majority of those elements. 

If the Inventors say something is 
“Ergonomically terrific” this means that you 
have found the perfect design. The benefit of 
this Is that the Item in question will only take 
half the normal time to produce. So go to the 
blueprint screen and then see what the 
component elements are. Note down these 
elements. If you can find the same minerals 
‘the perfect combination’ still holds and so 
you should be able to churn out the items 
there too. 

Although sectors that are rich In hand 
gatherable items are useful for staving off a 
surprise attack they lose their importance as 
the time taken on an island gets longer. The 
longer you have to play the more mined 
minerals you are going to need. 

If you open up a new mine, always nip back 
to the inventions menu as a new item may 
pop up once you have a few bits of this new 
mineral. Furthermore, once you have mined 
out a mineral, always scrap any designs that 
are dependent on it. You may well be able to 


Planetarium 


Onion 


RocK^ 

Solarium 

Valium 


Moonlite 


Moonlite 

Bethlium 


Yeridium 

Aquarium 




1 Moonlite 

1 Bethlium Oniona 

■ 

’^onc- Planetarium 
Solarium Tedium 


AQUARIUM AND PALADIUM: giant 
catapault. 


re-invent the same items by using different 
minerals. 


Moonlite 

Parasite 

Planetarium 

Herbirite 

Araldite Aquarium Tedium 


BETHLIUM, SOLARIUM AND ARALDITE: 

catapult, pike, longbow, cannon, boiling oil 
and crossbow. 

HERBIRITE AND YERIDIUM: longbow and 
giant catapault. 


All designs are useful - even if you don’t 
want to build them. If you want an offensive 
weapon and only designs for sheilds and 
defensive kit are on offer, build them anyway. 
Their invention may push you on to a new 
tech level. 
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solution 


Once again that master tipster <or 
cretin who’s finaiiy found a game 
he’s good at) Trenton Webb 
introduces another thrilling 
episode of Flashback. Tonight’s 
instalment - The Almost At The End 
Of The Game Affair. This guide is a 
Quinn Martin Production. 


part three 


Level four - alien nation 

Connie now has to fight his way to the heart of the evil aliens’ conspiracy, which 
is three levels away. First our asipiring young memory jogger has to catch a taxi - 
which is difficult enough in this century. While on your travels keep an eye for the 
four keys needed to complete these next three stages. 



flying back to Earth 

After a hard series of adventures, you get to 
meet up with this geezer. He looks a bit of a 
slime-ball and he is, but then he is a game show 
host so what do you expect? He hands you the 
ticket and then it’s next stop this island Earth. 
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Now walk up to the window. 
Pull your gun and now try to 
fire. You will pistol whip the 
window (Can you do that? 

Ed). The glass will smash and 
you’ll have access to the level. 
It’s fun. And if you get killed 
before reaching the next 
level/save post you get to do 
it all over again. Hurrah. 
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At the start of this stage you have to hand 
your ID over to the authorities. Hand it to the 
guy at the gate and he’ll let you through. 


Try not to fall in this pit. It 
Isn’t exactly fatal but with 
two floating spheres to deal 
with as well, it makes life 
unnecessarily awkward. 


To catch a cab, all you have to do Is 
whistle. You know how to whistle 
don’t you? Ah, well In that case try 
pressing the A 
button on the 
switch, that’ll 
get one here 
In no time. 


TAXI 



This is the first guard you’ll come across and he should 
be a good guide to the level of toughness to expect 
from all the warders on this level. Just make sure you 
hit your shields whenever you are not actually firing 
yourself. Get the rhythm right and you’ll get these guys 
without any hassle. 


When this lift reaches the bottom of its run 
you’ll have to face a guard, two hovering 
security spheres and a security droid. This 
bit’s a little tricky and pretty scary, but if you 
keep on plugging away at your shields and 
shooting wildly you’ll live. 


Getting hold of this aerial key is a real pain. Kill the 
guard as soon as you walk onto the screen and then 
fetch the lift up to the first level. After that leap up to 
the small platform above the lift. Now you’re ready to 
shoot the door open. Draw your gun and start blasting. 
Once the door has gone, keep firing until the floating 
bomb is dead. Now leap across and get the key. 



After arriving by cab, Conrad 
now has to break into (for some 
obscure reason) a nightclub. So 
off you go, you young, 
scampish; rogue you. 

Getting to the door of the 
nightclub is a bast. It involves 
two very dangerous and 
reasonably difficult leaps. From 
the start of the level climb 
directly up to here. Kill the 
spheres as quickly as you can, 
it’ll make life a little easier. Now 
run and leap across to the 
platform that’s level and way 
over on the right. Grab hold by 
your fingernails and pull 
yourself up. Then, after you’ve 
got your nerve back, do the 
same thing, only this time 
aiming at the balcony to the 
right of the nightclub sign. Then 
climb up to the green window 
and shoot it. 



Just like real life, seconds 
after hailing a cab, one 
screams into action. Well, it is 
the future, maybe things have 
changed. Maybe Conrad won’t 
have to mutter mindlessly to 
the brain-dead road-warrior 
who’s busy cutting up the 
biggest vehicles on the road 
and who then expects a tip - 
when all he deserves is the 
laundry bill... Ah, this is the 
end of part one of level 4. 
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solution 


part three 



This switch turns off the 
disintegrater beam at the 
bottom of this area. There’s 
a small droid which proves 
inconvenient but rarely fatal 
- just be ready for it. 


You’ll find a key here (which comes in 
rather handy at the bottom of the level). 
As usual there’s a catch. The catch 
here involves two sentry spheres and a 
guard. Gunfight anybody? 


This switch 
moves the 
stone pillar 
thing that’s 
below you. 
This allows 
you to access 
the next 
section of the 
level. 



Way up here is a much needed energy 
generator. It is guarded, but heck, 
you’re a big boy now. I’m sure you can 
handle it. 


Now, I know that you 
know this already but I’m 
going to say it just the 
same. Never walk into the 
disintegrater beams. This 
one is turned off by the 
switch up near the roof in 
the middle of the level. I 
only pointed it out 
because I got so excited 
about opening the door 
that I ran straight into it. 


Now things get sneaky. If 
you leap onto this tiny 
little ledge it will reveal a 
secret passage to the 
next stage. 



• 
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Access into this small section isn’t the easiest part of the game. When 
you have your first few goes there is a tendency to fall to the platform 
below. Once you’ve become really frustrated, try crouching where the 
dark shadows start on the underside of the platform, then roll forward to 
the right. This should trigger the first of the two trap doors but leave the 
second inactive. Once here save your position, recharge your shield and 
flick the switch that will turn off the energy beam below. Phew etc! 
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The very second you jump over this bomb one of 
those nasty particle beams will activate and begin 
to move towards you from the left of the screen. It’s 
now a race to see if you can reach the end of the 
level before the beam kills you. 


Conrad be nimble, Conrad be quick. When you 
reach the door you’ll find yet another floating 
sentry sphere. Kill it as quickly as you can and 
then run before the advancing beam gets a 
chance to kill you. 


MISSION 



This is where you find the 
teleporter. Neat little device 
isn’t it? 


The teleport controller isn’t much use without the receiver, 
it’s a bit like having the only telephone in the world. So make 
sure and grab both. When you feel the need to teleport just 
throw the receiver in the direction you want to go and then 
use the controller. It couldn’t be easier. Weil It could, but 
that wouldn’t be any fun (sic). 



START 


At the start of the level you’ll 
find yourself unarmed, which 
is a bit of a downer. So first 
get your shields up and then 
roll to avoid their fire off the 
screen. Drop down and you’ll 
find another gun. Hurrah! 



The key trick to getting past the particle 
beams is to run onto the screen and then 
jump into one of the holes. This 
manoeuvre is often complicated by the 
presence of sentry spheres however. 
Once you reach the next screen, climb 
over the wall and then dangle off of the 
edge. Drop down into the teleporter room 
- and you’re onto the final level. 


Getting past this 
particle beam 
disintegrater is a 
pain in the butt. 
It changes 
position and as 
long as you 
jump the split 
second it 
changes place 
you should just 
miss it. 



next month 

Next month, at long last, Conrad 
saves humanity when he takes 
a day trip to a far away planet, 
shoots at a rather large heart 
and then plants a bomb. 

Tune in, for details of what, 
when and how to do it. 
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There once existed a man 
so set on tipping games 
that he wrote to Ubi Soft 
and said that for a free 
cart he wouid give a fuii 
break down of Ft Role 
Rosition. He did this and 
got he free cart and 
strangeiy caiied himseif 
The Black Ace. 
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breakdown of options 



AUTO: Gives your car a quick and easy 
set-up. Not ideal, but okay in a mundane sort 
of way. 

STEERING: This setting will determine how 
fast your car turns into a corner. Too high or 
low and you’ll come off the track. The rule is: 
the tighter the corner, the faster you want 
your car to turn, so the lower you set your 
steering. Black Ace says, “Always go for 
setting 2 or 3. ” 

TYRES: Type A is the hardest and lasts 
longer, but has a low grip factor. Type C is 
the softest, grips well but wears out quickly: 
top tyres for qualifying. If a track has a lot of 
high speed turns, use type A or B. 

Use type C or D on twisty tracks, and hard 
rain tyres for wet racing. Try to fine-tune the 
balance between tyre and wing. The wings 
force the tyres down, so the less down 
force, the longer the tyres will last. Black Ace 
says, “Tyres are a good thing. ” 

GEAR RATIO: How fast your car will 
accelerate through the gears. 1, the lowest 
ratio, will produce fast acceleration but a 
lower top speed. 7, the highest ratio, gives 
slower acceleration but a far higher top 
speed. Black Ace says, “If you’ve set the 
wings too high, a high gear will cause your 
engine to give you flat pulling. You want your 
transmission to pull all the way to the end of 
the straight. ” 

GEAR SHIFT: Automatic transmission is 
easier and really quite efficient. But if you’re 
up to it, manual shifting will help on the 


corners because it is slightly faster. Black 
Ace says, “Pink, actually. ” 

BRAKES: Don’t put too much pressure on 
the brakes - just a light touch will do. A low 
brake setting will work best in all-round 
racing because it allows your brakes to last 
longer. You shouldn’t need the brakes that 
much, because downshifting through the 
gears or easing off the accelerator (or both) 
will do the trick. Black Ace says: “To brake 
later than your rival while approaching a 
corner, try to be on his inside. ” 
SUSPENSION: This affects the handling of 
corners and tight turns. If you’re on a tight 
track with a lot of hard corners, go for 
settings 1 to 4. For the tracks with both tight 
corners and long straights go with 4 or 5, 
and for fast tracks use 6 or 7. Black Ace 
says, “Hello.” 

WING: The wings keep the car on the road. 
They’re like inverted aeroplane wings - those 
create lift as they go forward, so by turning 
them over they create down force. Use high 
settings for tight tracks so you don’t come 
off at the corners. Try a combination of 
steering-tyres-gear ratio-brakes-wings to 
obtain maximum performance. Black Ace 
says, “My super combos are just down there 
and over a bit. ” 

PIT CREW: This determines how much work 
will be done at a pit stop. A rating of 1 will 
repair one item, 2, two items, and 3, three 
items. Black Ace says, “Use setting 2 and try 
to make your pit stop on lap five. ” 


Black Ace Super Ccmbos 



Steering 

Tyres 

Gear ratio 

Brakes 

Wing 

Fast track: 

2 

B-C 

5-7 

2 

5-7 

Tight track: 

1 

C-D 

4-6 

2 

6 







South Africa 


1. Slow down for the 
first turn by either easing 
off the acceleration or lightly tapping the 
brakes. Stay to the left in the turn and 
downshift on the way out. 

2. The second and forth corners are almost 
the same, though the earlier one is the 
sharper of the two. They can be taken by 
easing off the acceleration or lightly 
tapping the brakes. 


3. On the forth corner, stay left, get off the 
gas andlet the car coast through. Down 
shift and accelerate hard into the next right 
hand corner. 

4. The other 
corners are fast 
ones and 
require only 
good steering to 
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best settings table 


Serge Of Ubi Soft has spent more than an adequate amount of time playing his own company’s 
games, and as such is something of an authority on F1. These, he reckons, are the best car set¬ 
ups you can have for the different circuits - and those fast times certainly seem to bear him out. 


Track 

Best time 

Tyre 

Steering 

Gear 

Brake 

Suspension 

Wings 

S. Africa 

1'07"20 

B 

2 

2 

4 

4 

4 

Mexico 


B 

2 

4 

4 

3 

2 

Brazil 

ri4"05 

B 

2 

4 

4 

3 

3 

Espagne 

r22"50 

B 

2 

3 

4 

3 

4 

San Marin 

1'22"25 

B 

2 

3 

4 

3 

4 

Monaco 

1'17"07 

B 

2 

2 

4 

3 

3 

Canada 

1'17"75 

B 

2 

3 

4 

3 

4 

France 

1'08"70 

B 

2 

2 

4 

4 

4 

England 

1'20"75 

B 

2 

4 

4 

3 

4 

Germany 

1'27“45 

B 

2 

4 

4 

3 

3 

Hungary 

r09“35 

B 

2 

3 

4 

3 

4 

Belgium 

1'45"57 

B 

2 

3 

4 

2 

4 

Italy 

1'17"75 

B 

2 

4 

4 

4 

4 

Portugal 

1'16"50 

B 

2 

4 

4 

3 

3 

Japan 

1'36"65 

B 

2 

3 

4 

3 

4 

Australia 

1'10"57 

B 

2 

4 

4 

3 

4 


Serge made these 
times on an American 
SNES - add two 
seconds for a British 
machine. 


Tyre 

Steering Gear ratio 

Brake Suspension 

Wings 

6 

jYOURCHOICEl 1 

4 4 i 

7 



Mexico 


1. Easy corner - just ease off 
the accelerator at the end of 
the long straight and you’ll carry your speed 
down the short straight. 

2. The S shaped bends are called ‘S-curves’ 
and require skill to pass. They start tight and 
get longer as you go along. You can pick up 
speed as you get into the longer curves. Try 
to take a racing line that will help your entry 
and exit speeds as you come out of each 
corner. Use a fast steering set-up (2 or 3). 

These curves are also called the ‘Senna 
curves’ after Ayrton Senna (it’s his home 
town track you see). Take care in the turns - 
they can be tricky. Accelerator on and off 
and coasting can help you through them. 

3. The final wide bend looks to be a fast 
corner, but it’s not. Watch your speed and 
steering as you go through - tap the 
accelerator on and off and steer through at 
the end of the 
turn, downshift 
and accelerate 
hard down the 
long straight. 



Brazil i- Coasting the corners or 

■' * tapping the brakes will get you 
through, leading to a long straight where you 
can then overtake your rivals with ease. 

2. This track has three passing areas - the 


long straight, the short straight and the long, 
curving straight. Shadow 
the car in front until you 
come to the straight, and 
then overtake. 



Spain I 


1. This track has both slow 
and fast corners, and one 


long straightaway that’s great for passing 
loads of cars at one time. It can be done - all 
you have to do is to keep In the slipstream of 
the car in front, and, coming out of the long 
right-hand turn, slipstream past as many 
cars as you can. 

2. One area you need 
to take care in is at 
the end of the long 
straight. 



San Marino | 


1. You have two chicanes 
to contend with - coast 
the first and get ready for a double-apex left- 
hand turn, then prepare for the second. 

2. Coast through this hairpin - it’s a tight 
one. Watch for someone trying to pass you 
as you come out of the turn. 

3. On this not-so straightaway cars reach up 
to 200mph. But watch 
this bend in the road - 
and stay to the left as 
you go through. 




pg tips 


Monaco 


1. There are many small kink 
turns and some tough hairpin 
turns, so use a lot of down force and a fast 
steering setting. 

2. Best advice here is to do a lot of testing 
and try to qualify as close to the front as 
you can, because you’ll need all the help you 
can get. Coast 
through these 
turns and try to 
block any 
attempts to pass 
you. 




itaiy 


stretch your gearing too 
high, because you want 
your car’s power pulling 
all the way down the 
straights, so choose a 5 
or a 6. 


1. Fast set-up will work here - 
this is an easy track. Don’t 




I I. Take it easy through the S- 
curves - you’ve got two 
chicanes to handle, and the rest is easy. 

2. A long, uphill, left- 
hand sweeping turn 
and double-apex and 
that’s the lap. 



Canada 


1. This track isn’t as mean as it 
at first appears. Use high 
down force and good steering control in the 
corners, plus some slipstreaming, and you’ll 
be in first place before you know it. 

2. Go slowly into these 
two hairpin turns, 
keeping a good apex 
and high exit speed. 




1 . Once again, an easy track, 
with plenty of opportunities to 
slipstream past as many cars 
as you can. The hairpin is an 
easy one. 


England | 


1. Take your time and coast 
through these turns. Watch 
your speed and you’ll get 
through this area with ease. 

Keep your eye on the cars 
trying to pass. Keep a tight 
line in these corners. 



Australia 


1. This is a fun track and easy 
to get used to. It has a giant 


straight and some fast S-curves that get 
faster as you go through 
them. This is the fastest street 
course in Grand Prix racing. 
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You’re into Madden but you’re not sure what all these 
complex plays actually mean. So far you’ve got by on 
sheer enthusiasm and determination. Tim Tucker, in 


true American presidential style, says *<Read my tips”. 


In this first Instalmsnt of tips for EA’s suporb Amsrican Football classic, ws’ro going to look 
at the offsnsivs aids of ths gams. Thors ars two gsnsral oatsgoriss of offsnsivs play In 
Maddsn, ths run and ths pass, and It’s ssssntlal to fully understand ths play diagrams In 
order to get ths most out of each play. 

the running game 



PAR/NEAR 

HB INSIDE 


BLOCK 


CARRIBR 

(HALFBACK) 

DECOY 

(INSIDE 

RECEIVEII) 


QUARTERBACI 
(HAND OFF) 


5 

S 


The above diagram is for the HB Inside play, 
which is run from the Far/Near formation. The 
first thing to look at when Implementing a 
running play is the direction of the run and the 
blocking schemes that support It. Here we can 
see that the play is designed for the Half Back, 
who is lined up on the 
right, to cut through the 
Offensive line on the left 
hand side, between the 
Guard and the Tackle. 

Your blockers (the guys 
on the Offensive line 
who’s job it is to push 
people out of the way) will 
be doing their best to 
create that hole for you, 
and the play even 
includes an extra run 
blocker in the form of the 
Right Guard who runs 
through the hole before you, to clear the ground 
of any oncoming Defensive linemen or 
Linebackers. To make the most out of the play, 
make for that hole and follow the run blocker 
through it. 

Of course the play you choose might not 
always work as intended, especially if the 
Defense has chosen an effective counter play, 
so it’s always good to be ready to react to what 
happens. In this particular example, if the 
Defense runs an inside Blitz you may find that no 
amount of work will create that hole for you, In 
which case you’re better off improvising and 
perhaps taking your Half Back round the outside 


Tirti* a look at the blocking scheme, and most 
importantly, know the direction of the run. 

of the line on the left side. Stay on your toes and 
react to what’s happening. Take account of the 
relative strengths of your Offensive line when 
planning running plays. For example, the 

passing gamethe Buffalo Bills 
are stronger on the left side of 
the line, whereas the All-Time 
San Francisco 49ers are more 
effective at run blocking to the 
right. You can flip plays to 
exploit these areas of strength, 
as it is only the runners and 
receivers who change 
positions; the Offensive line 
always stays the same. 

If you’re running through the 
inside, use the B button to 
“Umph” through the heavy 
Defensive line. When running 
sweeps on the outside, the X button is useful for 
hurdling diving tacklers, and the B button can 
give you a burst of extra speed once you’ve got 
past the tacklers. 

If your running game is weak, practice with 
one of the following teams: 

CHICAGO BEARS 1985 

No 34 {HB1) is just about the perfect Half Back, 
and also a very good receiver in short yardage 
situations. 

DALLAS COWBOYS 



If you're meeting a tackier head on, use 
the spin move to break the tackie. 
Basicaliy avoid as much pain as you can. 



When you’re going into the line on a run, use the “Umph” 
button (B) to plow through the big geezers. 



Going around the outside of the line you’il encounter a lot 
of linebackers diving at your feet. Hurdle (X) then run. 

No 22 (HB1) is versatile enough to use on 
sweeps (running on the outside of the line), or 
through the middle. 

DETROIT LIONS 

No 20 (HB1) has excellent speed and agility, 
slightly better on the outside of the line than 
through the thick of it. 

BUFFALO BILLS 

No 34 (HB1) is another brilliant all purpose 
runner, and also a very good receiver on passing 
plays. 

PITTSBURGH STEELERS 

No 29 (HB1) has real strength and speed, and it 
often takes a couple of tackles before he’s 
brought down. 



TgiTmaraoiisi^ 



















playing guides 





each covering a different tactic. For example: a 

run, a short pass and a long pass (eg, Single 

Back/HB Sweep, Pro Form/Cross Pass and 

Shotgun/Deep 

Outs). This gives 

you more 

~ you 
to the 

the defense looks 

the run, audible 
one of your other 
two plays and 
you’re likely to 

catch them out. ^ 


The key to playing a good game is to mix your 
plays up. If you stick to either the run or pass too 
much, your opponent (if he’s human) will suss 
you out, and counter with the most appropriate 
defense every time. It’s tempting to just go for 
the big passing plays all the time, but it’s always 
worth putting a few running plays In every drive. 
Even If they only pick up 2 or 3 yards. It still 
keeps the Defense unsure as to what kind of 
play you’re going to do next, and thus makes it 
difficult to put together an effective defense. 

You should set up your own audibles, with 


Keep things flexible. The Single Back formation, but is it 
going to be a run or pass? Keep them guessing. 


the passing game 



BLOCK 


QUARTERBACK 


DECOY 

(RUMilllQ 

BACK} 


5 
1 

6 



It’s important to be aware of where your strong 
receivers are in any given foimation. Here are aii 
the iine-ups with the receiver positions 
indicated. 

When going for a reception, don’t forget to 
use the X button to raise your hands and 
increase the chances of a catch, it’s easier to 
catch a pass if you’re facing the baii when it 
arrives, and if a defensive piayer is between you 
and the baii, try and run around in front of him - 
the iast thing you want is an interception. 

Here are some of the best receivers: 

GREEN BAY PACKERS 

No 84 (WR1) is the perfect receiver in every way. 
He’ll get the difficult catches and break tackles 
for more yards. 


With the passing game, the front line’s job is not 
to make holes for a runner, but to protect the 
passer (the Quarterback). The diagram shows 
the Cross Pass, a passing play designed to get 
short yardage. 

Notice that the blockers are all moving back to 
the left, so you should roll your Quarterback out 
to the right, as shown in the diagram, in order to 
get the best protection, and thus provide more 
time to choose an open receiver. If there’s no 
one free, try using the Quarterback as a runner, 
as in this particular play the Quarterback Is 
already halfway round the right side of the line, 
and may well get a few essential extra yards. 

If you’re looking to tighten up your passing, 
try out the following Quarterbacks: 

MIAMI DOLPHINS ALL-TIME - No 13 has 

superb range and accuracy, especially good on 
the long pass. 


The shorter passing plays work best when you pull them 
off quickly, before the defense has a chance to react. 

SAN FRANCISCO 49ers ALL-TIME - No 16 

can throw deep and hit the target more often 
than not, especially when throwing to No 80. 

PHILADELPHIA EAGLES - No 12 can not only 
throw well, but has the speed of a running back, 
useful for getting out of trouble when there’s no 
one to pass to. 

DALLAS COWBOYS - No 8 is a very good all 
round Quarterback, with a real threat at Wide 
Receiver in the shape of No 88. 

DENVER BRONCOS 1987 - No 7 has a very 
strong throw, but is better on the short passing 
plays, he’s also famous for losing two 
Superbowls in succession, but let’s not dwell. 


DALLAS COWBOYS 

No 88 (WR1) is good on the catch, and has great 
ability to avoid tackles and pick out a few more 
yards after the reception. 

SAN FRANCISCO 49ers 1989 

No 80 (WR1) is excellent at catching deep 
throws, but it doesn’t take much to bring him 
down. 

MIAMI DOLPHINS 1984 

No 83 (WR2) is very fast, with above average 
catching ability and good quickness after the 
reception. 

HOUSTON OILERS 

no one particular receiver stands out, but the 
entire receiving corps is well above average, 
giving a useful amount of options on Run and 
Shoot and Shotgun plays in particular. 


Formation 

Learn where particular receivers are 
in a given formation (well, it’s no 
more difficult than learning special 
moves). It’s good to be aware of 
where your strongest threats are, 
and don’t forget to flip plays to 
confuse the defense even more. 

FAR/NEAR 


o oonooo 
o o 
oo 

FB HB1 


SINGLE/BACK 



PRO FORM 


o o 

HB1 FB 



I FORM ^ 

TE2 

oocood" 

O WR'P 

o™ 

Qhbi 


SHOTGUN 

o 

WR2 

oooooo"’ 

o 

WR3 

oo 

HB1 


RUN AND SHOOT 


WR2 WR1 

O 0| 


GOAL LINE 


TE2 T61 
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Take on the might of the 
Nazi empire, aided and 
abetted by Simon 
Kirrane in this fuil 
exposition of the 
game’s first ievei. 
Secret rooms inciusive. 


LEGBVD 


Health 




•ef- CT « « 
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V m o « 


Ammo 

Secret door 
Door 

Reguler Guard 
Advanced Guard 
Exit 

Backpack 
Treasure 
Extra life 
^ Food 


Guard dogs 
Gattling gun 


fflope doors 

There are three secret 
doors in succession when 
you get to the end of the 
level, which is a bit cheeky 
but then you do get extra 
life, which is nice. 


dog's body 

You can take a little diversion and 
nip off to the kennels at the start of 
the game (even though these are 
supposedly rats), you do get a bowl 
of Chum for your troubles though. 


Gfl/HE 2®)M[I 









































get thee 


The first thing for you to do 
when this level starts is 
search behind yourself. 
There is a blessed labyrinth 
of secret rooms and hidden 
guards and treasure. The 
best pressie is the backpack 
that allows you to carry so 
much more ammo. Keep an 
eye open though as some of 
the guards are super 
belligerent and if they hear 
you messing outside their 
door they’ll attack. 


hidden charms 


The big gun in this level is hidden in the top 
left of the map, go through the secret door 
and then wend your way around to the 
gattling gun and the crates of ammo. It helps 
you out In the later rooms and can be carried 
from level to level - unless of course, you 
pop It as you forfeit all goodies. 


GflmEl 
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secrets out 


There is only one secret 
door to find on this level 
and the chances are you’ll 
be glad of it when you get 
there. It is indicated on 
the map by the arrow and 
is easy enough to find - 
just make sure you have 
killed the boss before you 
go for It - otherwise you’ll 
be trapped in the secret 
room like a rat in a... um 
trap, and we don’t want 
that do we? 


■ ■ ■ UlVIla 

See that guy on the right, well he’s all you 
have to deal with. There are two ways of 
doing that: open his door and then run back 
to the stores and when he shoots back over 
the health boxes to keep you alive. You can 
nip around the centre of the level picking 
him off as he rounds the corners but frankly I 
was too scared to do that. 


Before you do anything on this level, get 
ready for a fearfest. The whole level is empty 
until you get to the single door that leads 
into the stonework corridor, so before you 
go there head left. Eventually you’ll come 
across the ammo and health supplies. Get 
as much as you can and head out and act 
brave and stuff. 
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•AMERICAN MEGAMANIA 

ito New York or Floi 


aid $500 speni^ nMHiey. 10 hoMoys to be won. Every ader | 
simply answer 5 out of 7 eosy Ihie or Fdse questions correct to j 
east £5 off your next cartridge & a holiday could be yours4v%e 

«336 4S6 Si 

lijidDldwBeld/ 

Information or (heat line! Claim a £5 voucher!!. 

Ring Now!!! 0336 426 202 


Calls charged at 36p per min cheap rate, 48p per min ail other times. Please ask permission before using the phone. Both competitions ■ 

are instant win and cash aiternatives are only available for major prize winners. The £5 off any cartridge is a voucher that entitles the ■ 
bearer to £5 off the price of any cartridge available, purchased through our postal order service. Max possible cost of call £3.60. A list of I 
prize winners, rules and conditions are available from You-Must-Win PO Box 244, Epsom, Surrey KT19 9YW 


QAMI6 HQ 


Specialists in imported and 
official console entertainment 




LATEST GAMES FOR: 

ER NINTENDO 

iA DRIVE 

iACD 

-GEO 

UAR 


NEW & USED GAMES IN S 
LARGE SELE 

SOUTHEND-ON-SEA 
3A Talza Way Victoria Circus 
Shopping Centre Essex SS2 5BJ 





























Look out for all the hidden spots 
such as in the seat of the deck chair 
and behind the bottle. 



With game titles 
like Cool Spot 
certain puns are 
almost irresitable. 
But implying any 
kind of link 
between red spots 
and Mr R Sliwa 
would be factually 
incorrect, unfair 
and probably 
libelous. So we 
won’t. Here are 
Ruperf*s Cool Spot 
tips, great. 




There are billions of spots 
hidden behind the foreground 
pipes. To shoot mice without 
being shot yourself, fire whilst 
hanging just below their level on 
a wire. 




A bit of a bummer. Beware of the 
frogs below you. And only ever 
stand on the tips of these rockets. 
These saucers collapse, so don’t 
stand on them for too long. 

Small bubbles are floaters. 




FOUR 


Remember that the flying 
saucers can be used as 
springboards as well as 
platforms. Always use the 
screen-scrolling - accessed by 
pressing the D-pad - to see 
what’s coming next. Your route 
should follow this pattern. 



Now remember 
children, it’s the small 
bubbles that are 
floaters, not the big 
ones, got that? 












































































cool spot 


Toys 


are fun, but can also be 
dangerous (as Lynn Foulds Wood 
frequently points out). Watch out for 
dangerous toys hiding behind fire 
engines etc. Also be sure to watch out 
for hidden spots. Check out the 70’s 
trainer at the beginning for example. 

There are plenty of cool glasses to 
see you through the level (geddit ‘see 
you’). Don’t despair! 



What a great level! To collect a 
cool glass and a time bonus, go 
to the very end of the train 
before ascending with the 
balloons. Try not to be misled 
by the scrolling background 
(although this is easier said 
then done). Really concentrate 
on Cool Spot and always know 
where he has to go next - ie be 
ready for the scroll ahead. 


level 


This is the most fun level of 
them all, so enjoy it all. 
Remember... timing Is of the 
essence. 

The route out is as follows: 
go to the far left of the screen 
and fall down to the bottom. 
Walk right after this, until you 
reach the pipe on the far 
right. Now go up the pipe. 
Once you’ve mastered 
control of Cool Spot, try 
searching around the 
pipelines for points galore. 


As with level three, 
remember to collect the 
spots hidden behind the 
pipes and to get the mice 
before they get you. The 
spiders are little more 
devious than before, 
making them much more 
deadly than before. Handle 
them with extreme care. 


level 


The spinning pencil tops 
are easy to kill... when 
they’re not spinning. The 
cage is quite easy to find 
(it’s on the right). The trick 
is to avoid being 
obliterated In the process. 
Take care to look at 
what’s coming up, rather 
than rush madly around. 


[le^^ 

Be VERY careful. When you’re 
jumping on this level, take 
extreme care as there’s nothing to 
stop you falling into the sea if 
you slip. There is also a 1-UP in 
the bottom right hand corner of 
the level. 



r 


level 


ELEVEN 


Treat this level as a ‘spotfest’, 
so that you can progress to 
the bonus level and complete 
the game. To reach the cage, simply follow the 
balloons rightwards, and then drop down when 
you can go no further. 


niavs n. The lot. 


See you for 
Cool Spot Zmmm 















































































Send your wit, words, wisdom, and weirdness to: 


If you’re coming to Bath this summer, watch out for 


THE FUN POLICE - Censors & game 
classification 


any Geezer waiking obviousiy around the centre of 


CART PRICES - Too high, why? 
COLIN CULK - Is he innocent? 


town. You see, we’il be waiting for any tourists to ask 


AND FOOTBALL - As long as it’s BRFC. 


US for heip, whereupon we’ii direct them to a certain 
alieyway where our confederates wili empioy a biock 
and tackie to drop a speciaiiy preserved gigantic 
snowbaii from a high window. Do you feei iucky? 


Vlte don't want to talk about: 

RELEASE DATES - When will import game 
X be on sale? 

MATHEMATICS - Equations we don’t even 
begin to understand 

MORTAL KOMBAT - Death moves, blah, 
blah... 

AND BASKETBALL - Ever feel you’ve been 
marketed? 



justice league of Cyprus 

Dear Geez, 

I thought I’d drop you a line, partly because I have a question that only you can answer, but also 
because I live in Cyprus. The reason Cyprus comes into it is because I know the way your minds 
work. There you all are, freezing your extremities off in England and dreaming of warm breezes, 
sun bleached landscapes and fiery sunsets. 

These day dreams (unless I am very much mistaken, and you know, I seldom am) will 
ultimately lead you to include my letter in your no doubt bulging letters page. Well that and the 
fact you’ll want to include it to show that you have an International readership (not quite true 
actually, I bought the issue I’m writing about in the airport before I took my flight over here to 
join the family Stark - they all say hello). 

Anyway, if I avoid the point any longer I’m sure you won’t include the letter, so no more 
beating about the bush (which is dry and brittle now through 
the dusty heat). In issue 14 there 
was a tiny little news item on a 
game called Justice League of 
America and a company called 
SunSoft. Tell me Game Zone: when, 
what, where, who and how? I am a 
massive fan of JLA and want this 
game very badly. 

Justine Stark, 

Bellapaix Cyprus. 




As Justine is well aware but our other 
readers probably aren’t, the Justice 
League of America consists of 
. Superman, Batman, Robin, Wonder 
Woman, Green Lantern, The Flash and 
Aquaman all banded together to fight for 
peace, justice and the American way. 

As far as the release of the game is 
concerned, well it was thought that the 
game was only coming out in the States 
but thanks to a quick phone call, scant 
minutes ago, we can announce that JLA 
will be coming out on SNES and Mega 
Drive just before Christmas. 

Now as far as all that sun business goes, 
you can just shut up Justine, we know 
gloating when we read it. Ed. 


Jonathan here. James, Td have 
thought -8 was pretty easy to interpret as a 
number (start at zero and move left), but just for 
you here's exactly how I arrived at this final 
score. Using the French Exam method, the game 
started with 100. It lost 78 for gameplay, 18 for 
graphics and 26 for gameplay again. Then it 
gained 7 for the punch sound effect, and another 
7 for the nice spinning logo. Final score: -8. It is, 
you see, the worst game to date. Jonathan. 


least action hero 

Dear Geez, 

Look, I don’t want to whine {but you’ve 
started so you’ll finish? Ed.) but what was 
that nonsense score you gave Last Action 
Hero? So It was a bit bad, but how am I 
supposed to interpret -8? I can cope with 0. 
I can cope with numbers between 1 and 9, 
but -8? I thought Game Zone was a little 
more adult than this. I don’t want cheap 
shots and crap gags, I want to know which 
games to buy. 

James Willard, 

Bolton. 


I 























freedom of 
speech (just watch 
what you say) 

Dear Zone, 

Cheers for the article on piracy in you 
January issue (GZ16). Just one thought, 
aren’t you actually encouraging such 
practices by giving them publicity. And to 
be honest, with carts weighing in at little 
under £50, haven’t these people got 
a point? 

Name and Address withheld. 



mario is repulsive 

Dear Editor, 

It would seem from a number of your 
picture comments and introductions to 
reviews that you don’t like Mario very much. 
For Example in your February issue (GZ16) 
Class of ’93: “Mario is Missing... Good”. As 
he Is the star character of the Super NES 
and one of the things that helps keep 
Nintendo head and shoulders above Sega, 
why are you having a go? Surely are you 
cutting your own throats by slagging 
him off? 

Luigi, Kyoto 
(GZ Passim). 


To be frank (cue crap Army ad) we don’t actually 
like the plumber as a character. We love his 
games but find him and the entire Mario mythos 
immensely repellent. He’s too twee, he has no 
personality, he’s a crass racial stereotype, he’s 
unskilled (switching trades from carpenter to 
plumber), he wears red dungarees, he’s fat, he’s 
too safe and the figure head of a multi-national 



corporation. We’re jealous of his success and 
have a natural aversion to such tightly focused 
marketing. Besides, Just because we’re a SNES 
mag doesn’t mean we have to slavishly support 
Ninty. In fact the exact opposite could be said to 
be true. Ed. 


There are two schools of thought on subjects 
like this: one favours free debate and trusts that 
people are intelligent enough to form their own 
opinions; the other is that the ‘oxygen of 
publicity’ will only feed the flames of the 
problem being discussed. The former stance 
assumes that if your arguments are strong 
enough an audiences’ opinion will inevitably 
agree with your own; while the latter deems that 
your audience is (for some reason) unable to 
discriminate between right and wrong. Obviously 
we believe in giving you the facts, so that you 
can decide for yourself. You’re smart people, we 
trust you. As to your second question, no they 
haven’t got a point. Theft is theft. Ed 


fatal kombat 

Dear Geez, 

You are the only people who are able to 
answer my questions. Please help. 

1) Will Acclaim be doing a conversion of 
Mortal Kombat II for the SNES? 

2) Will it have some bleedin’ blood in it this 
time, or what? 

3) I’ve heard rumours in other mags about 
Action Replay ‘Blood Codes’ for Mortal 
Kombat. Do you know if they exist and if 
they allow you to do death moves? 

4) Have you played Mortal Kombat II yet? 

5) What do you think? 

Martin Robson, 

Warmley. 



1) Yes, they will be coding the game for release 
‘later’. They haven’t decided how much later yet, 
but they say it is happening. 

2) Look this is Nintendo we’re dealing with here. 
They don’t like the red stuff. It makes them feel 
faint and queasy - allegedly. 

3) There are rumours, but these codes do have 
the affect largely of turning the grey ‘sweat’ into 
red ‘blood’. For you people with Action Replay’s 
and MK out there the codes are supposed to be: 



DEAD CODE 

80E6 9B08 
08C2 30A2 
0000 A916 
009F3014 
80E8 E8E0 
0800 D0F2 
2808 E220 
9C21 215C 
A1E6 8000 

Level advance 
(press select) 
DEAD CODE 

OOFE CDOE 


08CT3048 
5ADA E230 
AF19 4200 
2920 F01D 
AF42 007E 
C90B FZ15 
A9FD 8F71 
047EA9FE 
8F72 047E 
AF42 007E 
1A8F 4200 
7EC2 30FA 
7A68 285C 
D1FE8000 


I say supposedly and that’s only because we 
can’t get them to work with our Mortal Kombat 
cart. We Ve got a pre-production version here 
and it doesn’t want to know. Date! assure us that 
these codes do in fact work with the 
commercial cart. 

4) No. We find violence morally offensive. Sorry, 

I seem to have come over all faint. What I meant 
to say was, “No. We live in Bath. We have a 
Williams’ Firepower table, a three reel fruit 
machine and a What The Butler Saw booth. All 
other forms of mechanical entertainment have 
been banned by the council”. 

5) There for we are. Ed. 



letters 



the arabian knights 

Dear Geez, 

I am stuck, I am suffering and I need your 
help. I am constantly plagued by a friend of 
mine who repeats the phrase “Uh Oh 
Chongo it’s Danger Island!” every time we 
hit a new bit in a game. I have this vague 
feeling that I have heard this before and I 
need to know where. 

Only you can help me now. 

Andy Reed, 

York. 


Well Andy, you were right to come to us, you see 
as per usual the answers in the question. The 
phrase “Uh oh Chongo it’s Danger Island” 
comes from Danger Island. The not so popular 
show that, we didn’t like, that surfaced in The 
Banana Splits, possibly the second series. 

That’s more or less all we can remember, except 
that the cry, “Uh oh Chongo. It’s Danger Island” 
heralded the start of the show. And no, even 
though we are sad retro basts, we don’t know 
who Chongo is. Sorry. Ed. 

He was the athletic, but mute sidekick of the 
main character in said series, and was modelled 
on a similair character in Burt Lancasters “The 
Crimson Pirate”. And its pronounced “Jango”. 
Actually. Art Ed. 


teli me why, why, why... 

Geezers, 

I’ve got two questions. Firstly I noticed that 
last month your Japanese correspondent 
RIk Haynes was credited as ‘Rik Haynes,’ 
‘Rick Haynes,’ and ‘Richard Haynes.’ Why 
is this? 

Secondly, many of your captions in this 
Issue are concerned with the poor quality of 
the screenshots. For example, the NBA 
Showdown page and some of Young 
Merlin. This has been confusing me. If you 
don’t like the screenshots, why don’t you 
just print some others? 

Martin Pulford, 

Kirk. 





— - 

Look at 


that, it's 


Young 


Merlin the 


historically 


challenged 


magician, 


er... great. 





Firstly, because we can . And secondly because 
we felt like it. Let’s be honest how many 
tag-together maps of green adventures and 
shots of a tall bloke jammin’ can a growing mag 
stand? Ed. 
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geer 


adventure quest 

Game Zone 

I have no time to stop, I must know now. Tell 
me. What could be the answer? How will I 
ever find out? (A bit melodramatic isn’t 
he? Ed.) 

All right, I’m sorry to be so melodramatic 
(told you so. Ed.) you see the thing is I need 
an adventure. Not the old, running across 
Siberia with a Walther PPK and a bottle of 
peppered vodka to keep me company, no a 
silicon adventure. One that I can play on my 
SNES. 

I’ve had my fill of Zelda and want a similar 
long diversion but don’t know whether to go 
for Legend Of The Mystic Ninja or 
Shadowrun. Tell me Game Zone, what should 
I do. Which is better, the dark edge of the 
Shadowrun or the playful prance of the 
Mystical Ninjas? 

Henry Mo, Otiey. 

PS I can’t buy both and if there is a game that 
is better than both these then I’ll have that. 



know that you are asking us to reject one 
perfectly good game in front of another and you 
know that we’d never do that. What we can do is 
tell you that Shadowrun received a fine 90% 
whereas Mystical Ninja (or Sticky Ninja as we 
love to call it) was awarded a full 90%. So 
there’s not much to choose between them. You 
could wait until Sticky Ninja II is reviewed or you 
could just make your mind up between bouncy 
adventure fun and dark, atmospheric adventure 
fun and then buy the game you want. 

We’d like to be more definite but the answer 
truly is to buy both, sorry about that. Ed. 



a question of sport 


FIFA 

NBA 

NCAA 

NFL 

MBA 

NHLPA 

ESPN 

NHL 


hey that aint it! 

Keep sending your letters into Geez and be 
sure that If you send them in and they’re 
witty, challenging, informative or contain any 
hard cash at all then you will see them here. 
Also don’t forget your friendly neighbourhood 
psychopath: Colin Culk, Culky has just been 
moved to a secure cell after getting into a 
ruck with some of the guards - after everyone 
was separated it appears that ‘the mad bloke’ 
(as his mother calls him) had bitten his own 
ear off. 

Anyway, we are still recieveing 
correspondence concerning his arrest so if 
you think he’s innocent send the form into 
your local MP and send a photocopy to usso 
we can keep an eye on how things are going 
regarding his emancipation. 

Send all your letters to the address on the 
first page and please have pacience with us, 
we’ve got sooo many letters to try and sort 
through so It may take time. 


WHY? 

The answer is only in next 

month’s 

2rone’s in-depth 10 


The main event of the SNES 
season’s on 14th April. 


■ ■ 














soled out 


game zone 


I 





W 



It’s like a car boot sale 
over the phone! It’s your 
chance to flog off that 
duff cart that publisher 
%*$C@** sold you and 
swap it for something 
good - like Zombies, or 
Secret Of Mana, or 
Rocky Roll Racing or 
Madden ’Sd or Sticky 
Ninja.... 


swap zone 


O I will swap my Krusty's Fun 
House (SNES) for any game for the 
SNES apart from Mario World, Tiny 
toons, Zelda or Addams Family. 
Come on, it’s a great game. Call 
James after 4pm on (0869) 244624. 

O Swap my Cybernator (US) for 
your Mario Kart, Starwing, Mortal 
Kombat or any good games (US, 
UK or Japanese). Call Harlow tel 
0279 420424 SNES and ask to 
speak to James. 

O I will swap my Mega Drive with 
Sonic, Streets Of Rage and 


Flashback for a SNES 
with at least 2 games. 
Must collect. Call 
George on 0597 
851471. 

O Swap your Sim City 
(US) for my Adventure 
Island (Japanese) or 
Super Valis (Japanese) 
or Super Deformer 
(Japanese) or SMB4 
(Japanese) or John 
Madden (US). Phone 
060683 2209. Ask 
forJoseph. 

O SNES Swaps; Mario 
All-Stars for Mortal 
Kombat. Game Genie 
for Action Replay. 
Imagineer Game 
Commander 2 for 
Patriot Pad. Super 
Scope for any other 
SNES joypad (except 
normal). Or sell for £30. 
Phone after 4pm ask 
for Alex (We've got an 
answer phone). Tell 
0332 775797 
Please phone I'm 
desperate! 

O US SNES: Mario 
World, scart lead 60HZ 
Full screen. £90 ONO 
or swap for UK SNES 
with games. Phone Ian 
0782 832529. 

O NES, Game Genie, SMB 1&3, 
Battletoads and 7 more games. Will 
swap for SNES games, such as 
SMB4, Super Mario World, Mickey’s 
Magical Quest. Phone Steve 0782 
316356. 

O SNES Zombies wanted. Will swap 
for BOB (brilliant condition). Phone 
Kyle 071 274 0735, after 6.30pm. 

O 1 have Super Adventure Island on 
SNES. Will swap for Mario Kart or 
Tiny Toon Adventures. Ring 0742 
886395 and ask for Zoe. You must 
be able to collect. 


soft zone 

O Super NES, Street Fighter 2 
Turbo, John Madden 1993 Nigel 
Mansell’s World Championship. All 
just over one month old £170 phone 
Martin (0603) 748661. 

O SNES games for sale: Mortal 
Kombat (UK) £35, Lemmings (UK) 
£30. Both boxed with instructions 
and In mint condition. Phone lain on 
0932 788256 after 6pm. 

O SNES game for sale. Street 
Fighter II (US) boxed, good 
condition £25 ONO or swap for any 
good SNES game. Phone Dave on 
021 7067304. 

O For sale: Mortal Kombat. Brought 
for £60 will sell for £50 or swap for 
SF2 Turbo. No time wasters. Ring 
Hiren on 0773 714691. 

O SNES Games for Sale: Mortal 
Kombat (UK) £35, Lemmings (UK) 
£30. Both boxed, with instructions 
and in mint condition, phone lain on 
0932 788256. 

O SNES Games for Sale, eight 
games in all including Starfox, Star 
Wars and SF2. Excellent Condition, 
great Prices, also Amiga games for 
sale Cath 0900 826062. 

O Topfighter (limited edition) Brand 
new - original price £69.99 accept 
£55 Phone Henry on 0733 892378. 

O SNES Games for Sale, Aladdin 
£40, Smash TV £25, Krusty’s 
Funhouse £25, Street Fighter 2 £25, 
Super NBA Basketball £30 and 
more phone 0900 826062. 

O Pitlowings and Probotector for 
sale! Pilotwrings £30, Probotector 
£25/£20. Both for £50 Phone 021 
3517494 after 5.30pm and ask 
for Matt. 

O Games for sale! 15 SNES games 
all boxed (inc USA: NCAA 
Basketball, PGA Tour Golf, Pilot 
Wings, Smash TV and UK: FI 


Exhaust Heat plus many more) 10 
NES games all tfoxed (inc: Zelda II, 
Superspike Volleyball and 
Faxanadu). SNES games £25 each. 
NES £10 each. Phone 0609 883554 
and ask for Jimi. 

O SNES Games for Sale: Super 
Tennis £30, Action Replay, £35, Sim 
City £30, SF2 £35 (UK), all boxed 
with instructions. Or swap for Mario 
Kart, Zelda. Other games 
considered. Ring Daniel ROI 
(0103531)6270810. 

O SNES SF2 Turbo, Mario All-stars, 
SMB4 + 50 other games. Action 
Replay, Convertor and 350 
computer magazines. Worth £900, 
sell £450 ono, £350 without 
magazines. Phone David 
(0942) 53835. 

hard zone 

O NES for Sale: 5 games (inicudes 
Dr Mario). Two joypads and two 
cheat books. Phone Michael on 
759836 after 5pm (in Glenrothes). 

O Back issues of Game Zone for 
sale. Nos. 5,6,7,8,9,10,11,12,13,14, 
15,16. £20 the lot phone Mark on 
(0582) 861810 

O NES for sale, 3 joypads including 
NES Advantage. Games including 
Mario 1, Duckhunt, Hyper Soccer, 
Punch Out, Turtles, Tetris, Dream 
Master, WWF Steel Cage 
Challenge and Ski Or Die. Sell for 
£80. Call Kevin, Prestonpas 810188 
after 6pm. 

want zone 

O Wanted Cheap NES games for 
under £10. Any except Mario Bros, 
Captain Skyhawk and Stealth. 
Phone 0425 655507 between 4 and 
10pm. Ask for Rik. 

O Wanted for the SNES, Tiny Toons 
or Addams Family 2 for under £25. 
Will buy if in good condition - 
Phone Ian on 0492 874681. 


book your 
free ad here 

Just fill out the form in BLOCK 
CAPITALS, not forgetting that 
all Important phone number- 
so serial killers can’t spot you 
as their next victim, although 
come to think of it they could 
always directory enquiries.... 
anyway fill out the form in 
BLOCK CAPITALS and send it 
off to: Soled Out, Game Zone, 
30 Monmouth Street, Bath, BA1 
2BW. Oh and no business 
advertisers or we’ll get the 
serial killers onto you! 


name:_ 

address: 


postcode:_tel: 


hard zone ■ soft zone ■ want zone ■ love zone ■ fan zone ■ scribble zone ■ thing zone ■ 
swap zone ■ no parking zone ■ demilitarized zone ■ no smoking zone ■ zone zone 


Write your Ad here 




















sounds 


feature 




Uonathan Nash cleverly sounds like he’s just behind 


you. Or is he Just behind you? 


Y ou’ve probably noticed that most 

new games have a strange option on 
the title screen. It’s usually just above 
the remarkably pointless music test 
option. No, over there. That’s it. 
‘Stereo.’ What does it mean, eh? You click on 
the option and it changes to read ‘Monaural.’ 
Then you click on it again and it changes back 
to ‘Stereo.’ Click once more and it changes 
again. Fun, isn’t it? But there’s more to it than 
that. Much more. Catherine Warrington, doctor 


of physics and the youngest ever Head of the 
Sound and Vibratory Response faculty of the 
University of East Anglia, hasn’t turned up, so 
we’ll have to do the feature ourselves. 


what la stareo? 

Hmmm. Tricky. Everyone knows what it Is, but 
explaining It is really difficult. It’s sort of, well, 
like that (gestures fruitlessly) but more so. See 
what I mean. 


how do games use 
stereo? 

Ah, now, this is easier. Sadly, It seems most 
games don’t use stereo sound in anything 
remotely approaching a full capacity. With the 
majority of carts, you get a nice, vaguely 
stereoish tune and sound effects that are slightly 
louder because you’re wearing headphones. 

What a shame. But! there are some - a select 
few games - that are really improved by 
listening to with headphones. In no particular 
order but the one you can interpret with 
examination of the accompanying text and 
knowledge of our complicated psychological 
profiles, here they are. 

zombies ate my 
neighbours 

Although stereo isn’t used to the full (for 
example, the monster noises don’t recede as 
you run away), playing with headphones is still a 
hugely scary experience. Sway mysteriously to 
the fabulous title-screen music! Gawp 
appreciatively at such subtle touches as a baby 
squalling under the tune on the Titanic Toddler 
level! Leap in your seat as a door thwats open, a 
chainsaw starts up in your ear and an evil doll 
laughs maniacally! Great stuff. 

smash tv 

Perfectly complementing the eye-mangling, 
posture-destructive, reaction-shattering, 
capacity to accept the number of people 
charging blindly into the path of your machine 
gun-defying gameplay is the ear-numbing 
soundtrack. Groans, screams, deafening 
explosions and those spitting gunshots put you 


I 



King Arthur’s World was the first 
game to use Dolby Surround, a 
sort of super-stereo that puts 
you in the middle of a ‘bubble’ 
of sound. The Idea was that you 
invested plenty of time and 
money in wiring an extra pair of 
speakers to your set-up and 
employing them to ‘surround’ 
your chair with the effects. 
Which went ‘plink’ and ‘zoosh.’ 

Cheers. 


















feature 


sounds 



exclusive game zrnie game 

The game that makes the best use of stereo sound (in fact, the only one we could find, hem hem) is undoubtedly Wolfenstein. As you edge nervously 
through the Not Nazi At All subterranean complex, you can tell in which direction the monsters and soldiers are lurking. If you stand still, approaching 
clunks and hisses mark their progress as they open and close doors. It’s ever so creepy, and adds to the game no end. 

In fact, we’ve Invented a new game, Wolfenstein Plus, designed exclusively for use with stereo equipment. Because we’re clever like that. 


To play Wolfenstein Plus, you will need: 

O A copy of Wolfenstein 3D. 

O A stereo television and a pair of headphones. 

O A close, personal friend. 

O The game maps in this issue of Game Zone. 
The idea is that you play the game as the agent in 
the field, with your close, personal friend acting 
as ‘Control.’ (It’s sort of like that bit near the 
beginning of Aliens, where nearly all the marines 
get horribly killed. So perhaps that’s not the 
best comparison to make.) Wearing the 
headphones and consulting the map, ‘Control’ 
tells you which way to go, warning you of danger 
through verbal encouragement. Let’s eavesdrop 
on a typical game. 

Control (consulting map): Okay, there should be 
a treasure room up ahead. A secret panel on the 
back wall leads to a Gatling gun. Wait. (Listens 
intently.) You’re in the green. Go ahead. 

(Player rushes into room.) 

Control (clutching headphones in sudden terror): 
I can hear a door opening. And another one. 
They’re behind you! THEY’RE BEHIND YOU! 
There’s another door opening. Zombies are 
coming in from the left. Get out! GET OUT! 

Player (fighting for life): Which way do I go? 
Which way do I go? Which way do I go? 

(But ‘Control’ has dropped the map and is 
writhing with horror as zombie screams fill the 
earphones. The screen blotches red, the game is 
over, and there is nothing left to do but fight over 
whose fault it was.) 

Wolfenstein Plus is playable and addictive and 
really good and that, and we’d give It 91. 



right there in the picture. Crank up the volume 
on level three and experience complete 
respiratory collapse as the screen slams into 
silence after a full 28 minutes of unceasing 
massacre. Crikey. 

cool spot 

Only one reason for playing this with 
headphones - the sound effect when you collect 
a spot. All right, there are all those funky, laid- 
back tunes. Granted, there are all those 


squeaky, personable Cool Spot sayings. But 
only the spot-collection effect is in ‘real’ stereo. 
It’s just like someone smacking their lips in the 
centre of your head. 

rocky roll racing 

It’s Rocky Roll Racing. In stereo. So It’s exactly 
the same. But louder. 

the chaos engine 

Elbowing Street Fighter 2 
Turbo firmly out of the way 
(because the only reason for 
playing that with headphones 
was to hear Chun LI laugh at a 
marginally lower volume than 
the rest of the game so she 
appeared to be further ‘in’ the 
screen, or something). The 
Chaos Engine manages to be 
even more claustrophobic and 
unnerving in stereo. The typical 
Bitmap Brothers monster 
samples are downright nasty 
when projected straight into 
your brain, and by the time you 
get to the mansion level, the 
thrumming, clacketty, choral 
chant music is attacking your 
soul like a rubber-gloved hand 
squeezing a bag of water. Or 
maybe we’re making it all up. It 
sounds good, anyway. S 



last words 

All this goes to show that stereo sound really 
isn’t used at all. We’re getting rather fed up of 
choosing the stereo option and perceiving 
nothing different at all apart from the music 
blasting in both ears at once. And how come 
games like The Chaos Engine and Gods were 
‘properly’ stereo on the Amiga, but not on the 
SNES? Still. It makes Wolfenstein Plus seem 
all the more splendid, which leads us neatly to 
the pay-off Thought For the Day: Why can’t 
you get splitter cables so two people can use 
stereo headphones at once? Tch. 
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game zone 

back issues 
order form 


still available 

Some issues from Game Zone VoH 

Issue No2 

Code =(GZN1/02) 

Issue No3 

Code =(GZN1/03) 

Issue No4 

Code =(GZN1/04) 

Issue No6 

Code =(GZN1/06) 

Issue No7 

Code =(GZN1/07) 

Issue No8 

Code =(GZN1/08) 

Issue No9 

Code =(GZN1/09) 

Issue NolO 

Code =(GZN 1/10) 


Please rush me the following back issues at £2.50 each: 
(Tick appropriate boxes) 


GZN1/02 

□ 

GZN2/01 

□ 

GZN2/09 

□ 

GZN1/03 

□ 

GZN2/02 

□ 

GZN2/10 

□ 

GZN1/04 

□ 

GZN2/03 

□ 

GZN2/11 

□ 

GZN1/06 

□ 

GZN2/04 

□ 

GZN2/12 

□ 

GZN1/07 

□ 

GZN2/05 

□ 

GZN2/13 

□ 

GZN1/08 

□ 

GZN2/06 

□ 

GZN2/14 

□ 

GZN1/09 

□ 

GZN2/07 

□ 

GZN2/15 

□ 

GZN1/10 

□ 

GZN2/08 

□ 

GZN2/16 

□ 


NAME 

ADDRESS 


I I I enclose a cheque/postal order for £_ 

made payable to: FUTURE PUBLISHING 

I I I would like to pay by credit card: 

I I Visa Q Access 

Card number: 

□□□□ □□□□ □□□□ □□□□ 

Signature 

Expiry date 

Overseas orders must include a further £4.00 to cover postage 
and payment by in £ sterling. 


POSTCODE _TEL:_ GZ170394 

Please send completed form to: Game Zone, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 7BR 




































































game zone 



Somebody once told 
Trenton Webb that 
there’s nothing better 
than a good book at 
bedtime. You never know 
though he might have 
misheard them. 



Super Empire Strikes 
Back - Offlciai Game 
Secrets 


Like Empire, the Official Secrets guide has been 
through the LucasArts quality mill. The result is 
260 pages crammed with screenshots which 
bring you the complete interactive gaming 
experience by way of a novel. Well it doesn’t, 
but the info it boasts does make getting around 
in this latest light-saber slasher a darned sight 
easier. With a mixture of hints and playing 
advice, goading and guiding it shows the easiest 
ways to beats bosses, earn 1 -ups and generally 
not die as much. Virtually every screen In the 



book stop 



game (except game over) seems to be here, 
alongside some tasty little concept sketches for 
the film. This is a good guide that will help both 
strong and average players get the most out of 
the game but doesn’t offer that much hope to 
hopeless Jedi’s like my good self. 

Publisher: Prima Publishing. ISBN 1 -55958-452- 
1. Price £1 1.95. Out now. 


Bubsy Bobcats Totally 
AutboPKed Answop 
Book 

Nintendo’s official Christmas cutesy is laid bare 
with maps and bucket loads of screenshots. 
Taking a level by level approach, every section is 
schematically mapped and then examined in 
close-up with grabs. The maps are useful, if a 
little small, and the speed of the game further 
limits their practicality. 

However, if you want to get the most out of 
the game, you really have to get this book, or 
you’ll never find all those shirts, all those bonus 
rooms, all those hidden extras. Annoyingly 
though there aren’t any codes given here, so you 
do have to follow this detailed walk through if 
you want to see the end. 

Publisher: Compute Books. ISBN 0-87455-294- 
X. Price £11.95. Out now. 

Moptal Kombat 
Figbtep's Companion 

This is a slick piece of work. Full colour 
throughout with stacks of moody backgrounds, 
it looks more like a magazine than a reference 
book. Detailing ail the secret moves, the best 
combo’s and a few hidden hints it should help 
you tackle even the hardest Kombateer. The 
Information is a little limited, and spread over 
four different formats, but if you really love 
Mortal then you’ll want to own this book It’s like 
the Instruction manual you’ve always wanted. 
Publisher: Cyberquest. ISBN 1-56686-140-3. 
Price $9.95. Out now. 


SNES. Genesis, Game Boy, and Game Gear 

AUTHORIZED GUIDE 


Only 

$9.95! 




cimuTH’C: yoB'inRuinii 


Loads of Lethal, 
Bone-Crushing Tips & Tricks! 


The Guide 
to Maximum 
{Destruction 


Extra-Large Screen 
Shots for All the 
Gruesome Action! 


Cu:ey tianai*! Cy5eK^K*st 


UtOmate Unauthopised 
Super NES Gama 
Strategies 


A compilation work, this bundles a mixed bag of 
gaming tips into a 336 page monster cheat fest. 
The games range from recent hits through to old 
faves; introducing and then tipping a whole 
selection of software from a wide range of 
genre. The problem with this kind of book is that 
you may not have many of the games and that 
some of the tips are long in the tooth. For solid 
gameplay help on Alien 3, Batman Returns, 
Bubsy, Cybernator, Goof Troop, Lemmings, 
Mickey Mouse, Mortal Kombat, Death Valley 
Rally, Sim Ant, SFII (including Turbo) Terminator, 
TMNT and more Mario’s than you could happily 
strangle It’s useful if not exactly Indispensable, 
but then for £7 it’s not exactly a major 
investment. 

Publisher Random House. ISBN 0-679-79001-2. 
Price $6.99. Out now. 



706 6000. 




















compo 


L 




compo posutts: 


novo you won? 


spot in spot's not a dog compo winners, 
or, cooi spot difference(s) - made clear. 


alain's better than 
aypton compe 


Wakefield; Mark Church, 
Peterborough; David Guy, Malden; 
SACW Boland, Brize Norton; John 
Lawson, Horfield; Andy Beech, Great 
Barr; Philip Buchan, Aberdeen; Sarah 
Terry, Stowmarket; Gary Kerr, 
Kilmarnock; my mum’s cat Fiz^, that 
weird guy down at the bus station and 
Powdered Toast Man... 

And yes, one ‘difference’ virtually 
everybody pointed out was that the 
compo theoretically closed on the 
17/1/93. Which would have made 
entering not only a test of 
observation, but also of your ability to 
warp the very fabric of the universe. 
Played peeps. 


Another classic childhood compo here, this time 
the follow the path. All you had to do, to win 
either a GB or SNES cart version of the rather 
nifty F1 Pole Position from UBI Soft, was to find 
which race car finished on the flag. It wasn’t that 
tough admittedly, but it did have a certain 
pulling power. You just had to find out which 
was the winning track. 

The five winers of the SNES carts are: 
Samantha Taylor, Waltham Abbey; Lee Church, 
Peterborough; Ian Harrison, Coatbridge; Mark 
Harrison, Horsham; Gary Brooks, Sittingbourne. 

The five winners of the GB variants are: 
Roberto Colombi, Newcastle; Phil Buchan, 
Aberdeen; AM Spacey, Camber; A Rudeck, 
Hamburg; David, Frizington. 



Way back in the January’s issue we set one of 
the most popular competitions we’ve ever seen 
here at Game Zone, namely Cool, Spot The 
Difference. All you had to do was look at the two 
pictures and the circle the bits which were 
different. Not too tough - or was it? Well there 
were a surprising number of different enteries - 
some of which were right. 

The winner of the first prize is Nick Rowe of 
Tooting, who gets a Super Nintendo, Cool Spot 
T-shirt and pin-badge all courtesy of Virgin 
Interactive Entertainment. 

Virgin are also giving away 50 runners up 
prizes, comprising of a rather fab T-shit and pin 
badge. Are you ready for this? Then here goes: 

X 

Danny Cadman, Portsmouth; Steven Collins, 
Southend-On-Sea; Daniel Conroy, 
Bedlington;Damian Dickson, Rochdale; Stuart 
Goulden, Lowestoft; Alex Beeston, Birchington; 
Justin Brown, Cobham; Dean Smith, Northfield; 
Carol Dowerty, Darlington; Phillip Boyle, Bury; 
Brenda Inwood, Thatcham; Peter Prior, King’s 
Lynn; Alexander Tinajoh, Deldon; Su Wah Wong, 
Daventry; David Rolfe, Calcot; Robin Henson, 
Romford; Ismayil PerrI Ahmet, Bexley heath; Ian 
Roome, Folkestone; Richard Dean, Powys; Liam 
Jacques, Walton; Somebody, Swindon; Reuben 
Richardson; Robert Powell, Retford; Richard 
Mason, KIrton; Stewart Smith, Leeds;Paul 
Millward, Redditch; Craig Lock, Birmingham; 
Nick Ross, Newport; Nigel Nash, Rugeley; 
Patrick McNamara, Garry Duff (is that really a 
place?); Lee Chant, Wareham; Simon Rofe, 
Tunbridge Wells; Kevin Stanbridge, Preston; 
Julie Ann Tinstil, Whistable; Richard Bird, West 
Norwood; S O’Grady, Catford; Christopher 



Both publishers have been informed of the winners names and 
addresses. Prizes will be despatched as soon as possible. 
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game zone 






SO why 


should i 


subscribe to 


game xone"? 


• because for a limited 
period we are offering 14 
issues of Britain’s top console mag for the great low-price of £22.95 

• because you get the world’s greatest Super NES mag for the 
bargain price £1.64 a throw 

• because you get Game Zone delivered to your door for 14 months 

• because you get a intriguing newsletter with every issue 

• because it puts paid to those “sorry, sold out” blues 

• because it would be rude not to 


so how do i 


subscribe 


to game 


xoneT 


• cut this coupon out 

• then use a ballpoint-pen 
to completely fill out all the necessary parts of the coupon 

• either fill in the credit card box or write a cheque made payable 
to Future Publishing (Game Zone) 

• bung the whole lot In an envelope and then seal it 

• address the envelope to Game Zone, Future Publishing, 
Freepost, Somerton TA11 7BR 

• enjoy the best In console entertainment for over year 


Fill in this form using BLOCK CAPITALS and tick all the relevant boxes. Cheers. 


game xone - it’s the 
one that i want 

□ Please start my 14 issue subscription as 
soon as is feasibly possible (usually the next 
Game Zone published after you return the 
form) if not sooner. 

oooh, oooh, oooh 
<it’s so Ccheap) 

□ UK £22.95 □ Europe £44.95 

□ Rest Of World £59.95 

GZ180494 


oh yes indeed, oh yes 
indeed... 

n Cheque made payable to Future Publishing 
Ltd (Game Zone) 

[U Credit card. Please charge my Visa/Access 
Credit card no: DDOn DDnO nODD 

Card holders name: 

Signature: 

Date: 

Expiry date: 


n 

then send my shiny > 
new mags to: 

First name:_ I 

Surname:_ i 

Address:_ ! 


Postcode:_T el:_ 

Send the completed forms (don’t forget your 
cheque If that’s the way you’re paying) to 
Future Publishing, Freepost, Somerton, 

TA11 7BR 


Expiry date 1014194 
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the games industry 


Don’t you want 

to know why? 
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*Trust in me’. Curiously this is the favourite line of 
both Trenton Webb and Kaa. Well, you might (just) be 
able to trust the snake... 


M ’Lud to sum up for the 

prosecution. For 23 years now we 
have been force feeding 
generations of children with 
propaganda. We’ve been taking 
them to the cinema, sitting them down and 
making them watch the ‘Disney Classic’ Jungle 
Book. This is setting a dangerous precedent and 
could cause a terrible accident. 

This so-called film, following the supposed 
‘Classic Children’s Story’, pitches a young boy 
into the wild Asian jungle. If the laws of nature 
were to be enforced the child would, sadly, die. 
He would fall prey to countless diseases, insect 
bites, poisonous plants, malnutrition, not to 


mention things like tigers, panthers and lions. 
(Lions in India? Must have escaped from a zoo.) 

This is not the picture that ‘Uncle Walt’ paints 
for us though. Oh no. We are treated to a feast 
of anthropomorphised creatures with huge cute 
eyes, academy award winning voices and who 
have, it seems, become vegetarians. 

Thanks to this so-called 'Jungle Book' millions 
of people now believe that you can trust of a 
huge black panther as a child minder. Grown 
people are now firmly of the belief that you can 
negotiate with a tiger. Other’s, more worryingly 
still, insist that it’s safe to dance with bears. 

This shocking state of affairs can not be allowed 
to continue. 





However, soon Virgin Interactive Publishing, will 
be adding to the Jungle Book’s malicious 
‘wildlife isn’t actually dangerous’ myth. In fact 
this game goes a step further, trying to convince 
young children that if they ever get lost in the 
jungle all they will need to survive is a couple of 
pieces of fruit and a few vines. 

Take this first scene for instance. Here we see 
the young Mowgii. He has been abandoned by 
his kith and kin, but is he concerned? Is he 
upset by the loss of these valuable role models 
during his formative years? No he just swings 
from vine to vine throwing fresh fruit at savage 
beasts, doing double back somersaults without 
a care in the world. 

Look how well it’s animated. Look how they 
seem to have 


Since when have tigers had 
articualted thumbs? No sense of 
reality you see, that’s the prob. 


objectioni over-ruled 


The next assault from this tissue of zoologically 
proven lies is coming in the 
interactive form, namely 
on the video-games 
console called the Super 
Nintendo. Soon those 
so-called witty people 
who chose to mock 
right minded and moral 
types calling their 
company Virgin, will be 
releasing a game of the 
cartoon of the film of the 
book. Basts. 


objection: 

sustained 
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Leaping tall shrubs in a single bound Super Mowgli springs through the jungle. Would 
the elephants be able to withsatnd his mighty strength, hos laser eyes... erm... 


Curiously I don’t actualy remember the poison dart section in the film. Or the book for 
that matter. Still I’m sure they know what they’re doing, they are all professionals. 



captured the feel of the original - highly 
seditious - movie. The brat, sorry child swings 
with the greatest of ease. It’s disgusting, 
seemingly effortless, - and just like in Aladdin - 
it’s this romping around that gives the whole 
‘shebang’, as I believe the youth of today say, a 
certain sparkle. And I think I speak for us all 
when I say such ‘fun’ is morally repugnant? 

objection: 
sustained 

I’m sorry M’Lud but I’m 
supposed to be a hard-nosed 
games prosecutor who’s very 
reputation hangs on my 
putting down games down. 

This is after all a licence. It is 
a cartoon (see p 21 for the 
inside angle on cartoon 
games). And after all It Is a 
musical. I’m supposed to have a 
downer on It. I mean when was the 
last time there was a decent game 
based on a musical? 

Well apart Aladdin. And Terminator, of course. 

Anyway, in some insidious licence way. Jungle 
Book looks to weaken you first with neat and 
amusing anims of the man-child standing on his 


hands and with tigers running off with their 
tails blazing - and then slips in its wildlife is 
friendly message. 

Everything involving character Is already in 
here In spades, and the only avenue of attack, 
for us sad folk who want their panthers to be 
vicious, is that the film does not naturally suit a 
game format. And this is where we, as 
good free-thinking citizens, should 
strike. This is where we must 
stop this ‘all animals are 
cuddly and cute’ movement 
that Jungle Book typifies. 
We must leap upon the 
fact that In the movie 
Mowgli, Baloo and 
Bagheera didn’t leap 
across many platforms 
during the film - except 
when they cross the river 
by leaping on the 
crocodiles’ snouts. So we 
have to exploit this one, 
obvious weakness and prove to 
everybody that it doesn’t follow 
the film frame for frame (Well it would 
be the film then? Ed.) 

To conclude, who cares If it all looks good fun 
to play with wonderful animation and tasty 
backgrounds? Who cares If it seems Virgin have 



really got the hang of this Disney to SNES lark? 
Who cares? Well I do. 

I’m supposed to be a nice guy and not lay Into 
games at the previews stage, but when they’re 
games that encourage young children to be play 
with (and potentially be eaten by) jungle animals 
I have to speak out. IS 



Oh look a hut! There’s not much more I can say about 
this, other than oh look a hut. 



Oh look a rock. There’s not much more I can say about 
this other than oh look a rock. 



Oh look a patch of wasteground. I’m sure you can free 
form the rest from here, go on I dare you. 




jungle box 

Publisher: Virgin Release:May 
Price: A Kipling 


Legend has it that King Louie is based on Louie Armstrong. This is largely because like the good king Louie Armstrong 
had a massively long left arm. Not a lot of people know that. Of those who did, none of them cared. 


































This month, 
Britain’s best 
seiiing Super 



Nintendo magazine 
examines vioience, 
coin-ops, addictive 
puzzie games and 
the iatest RPGs. 


Buy/ it and! dfscovei; why 
more people readi Super 
ptuy/i^mi any other 
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^cookie book 


Publisher: Vic Tokai 

Release: April 

Price; £49.99 
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Spun Out From A Single Weak Gag Awards. 


It is not made clear at any time, why Yoshi’s playing with 
biscuits, or why they disappear when matched in lines. 


T O prepare Yoshi's Cookies you’re 
going to need a Super Nintendo, a 
seasoned software development 
team, a fresh new cart, a trusted play 
style and the classic cast of Mario 
characters. Doesn’t that sound tasty? Of course 
it does, so let’s start baking. 


how’s that for 
starters? 

First get your Super Nintendo ready for Yoshi’s 
Cookies. It needs to be a UK SNES and It will 
need ail the usual stuff like a power supply, but 
most importantly these Cookies really require a 
couple of joypads. They may be a bit expensive 
but they are really worth their weight in Gold 
(high in polyunsaturates, low In saturates) when 
two players are 'Cooking'. 

Next, take a software development team. A 
well-seasoned one’s best - although while 
mature is good, ripe Is not. For 
the best results, you’ll ideally be 
looking for Bullet Proof Software 
- the team who wrote the original 
NES version of Tetris. They 
understand the Importance of 
presentation to a dish, which Is 
where their unique ‘YoshI garnish’ 
comes into play. But more of that 
later. 


how am I 
doing? 

Next take the freshly picked blank 
cart, pour in the expertise of the 


developers and pack It to the very edges of the 
cart. Now it’s time to use the trusted play style, 
in this case Columns/Tetris shape shifting style. 
The classic Mario mythos should now be ladled 
on top and the whole thing should be 
left to marinate for about nine 
months. 

Once it’s all mulched together you 
should serve the cart Immediately - 
but don’t forget to garnish liberally 
with lashings of that lovely 
characterful ‘YoshI sauce’. 


look, this is 
gstting 
embarrassing 

Now we can’t tuck into Yoshi’s 
Cookie as it Isn’t due for release until 
late April. So all we have here Is a 
little appetizer, an aperitif if you will, 
to whet the appetite. 

When you first see this little dish, 
the default reaction Is that it 
resembles a Tetris fry-up, but that’s 
not the case. While Cookies may look 
similar, a square game window filled 
with different coloured blocks, the 
game play tastes vary dramatically. 

As soon as you start nibbling away 
you realise that this one’s not a shape 
juggler at all. In fact the nearest 
comparison is a Rubik’s Cube. It’s all 
about sliding coloured blocks Into 
lines. Once done. In true Tetris style 
they blip into non-existence, leaving 
you with yet more colours to juggle In 
a bid to make more lines. 


can I stop now, 
pleeease? 

Now as I’ve said the first few bites are a little 

cautious, as you expect the whole 
thing to be stale. It’s not. Yoshi’s 
Cookie in fact appears to have 
that splendid moreish quality - 
like Chocolate Rich Tea - that 
makes you just want to keep on 
going until the end of the pack. 

The question is, will we want 
another helping of Yoshi’s 
Cookies ten minutes after the first 
batch or will we just feel vaguely 
malnourished? See the oven- 
ready review in next month’s 
microwave proof issue of the 
incredible non-stick Game Zone 
to find out. 


oh my god that 
was horrible ■ 
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No wonder this bloke’s so cheerful. He’s just bought the March issue of TOTAL 
magazine. A mag which fulfils all his Nintendo needs. 

With an exclusive feature of Nintendo’s best Super FX title - Stunt Race FX. 
Super NES reviews of NBA Jam, Madden ’94, Skyblazer and Mega Man X. Plus 
Mystic Quest on the Game Boy and a crammed section of NES classics - 
TOTAL offers you a massive 21 reviews in all. And that’s just for starters. 
There’s also player’s guides for Flashback and Zelda IV, masses of tips ’n’ 
cheats, all the latest CES news and loads more besides. 

He’s off to the flicks now, with the free cinema tickets he got with the ] 
mag. Isn’t it time you got the TOTAL picture? On sale now! 
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Icarus, King Kong, Francis Nitti, the innocent Derek 
Bentley and Amelia Earhart are all honorary lemmings. 

bonus at the end of that tribe’s set of levels.’ 

There’s a sort of plot whereby you’re trying to 
win bits of a medallion in order to save the day, 
but it all depends on how many lemmings are 
left from a tribe. Save all for a gold piece, nearly 
all for a silver, quite a few for a bronze and you 
can guess the rest. Sounds fun, was a great 
game on the Amiga and might just do the decent 
thing and use the Nintendo mouse, because 
joypads don’t cut the mustard with Lemmings. 

Of which there are now two, or something. 

exclusive Interview 

We tracked down the programmers of 
Lemmings 2 and asked them how The Banana 
Splits theme tune would be sung In France, 
because “La la la, la la la la. La la la, la la la la,” 
would be “Feminine the feminine the feminine 
the, feminine the feminine the feminine the 
feminine the. Feminine the feminine the feminine 
the, feminine the feminine the feminine the 
feminine the,” or even, “There there there, there 
there there there. There there there, there there 
there there,” but they changed the subject and 
left. Readers who know the answer should write 
in immediately, but about something else. ■ 


funereal bex 

Publisher: Psygnosis Release: June 
Price: Un banane, deux bananes, trois 
bananes, quatre 


Jon the Art Ed 
pioneered the 
tumbling typeface 
gag. He is still 
available for 
children’s parties. 


Watch 

out, lemmings - the 

market is fluctuating 
and your investments 
are unsafe. 


Lemmings 
are not otters, 
do not all 
sound like 
Peter 
Ustinov. 


17th is 
International 
Lemming Day. You 
party hats and crowd 
children off high places 
and everything. 


Did you see Moviewatch? It settled the mystery of the 
Reservoir Dogs shootout once and for all. 

JMathan Naah didn’t do 
K, officer. 

H ere Is a funny story about lemmings: 

when Lemmings 2 was announced, 
the PR people at Psygnosis said 
things like, “It’s utterly new. In fact, 
it’s so unlike the original game that 
we shouldn’t really call it Lemmings 2.” And, 
after quite a while, he game appeared. And it 
was exactly the same as Lemmings, only more 
so. Apparently, this was what the actual 
programmers had intended all along, being 
slightly surprised at the PR folks’ grandiose 
claims. This is exactly the sort of insane 
confusion that led to the decline of moral 
standards and Val Guest ending his career 
directing Cannon and Ball in The Boys In Blue. 

surprioingly factual 
paragraphs 

So here is Lemmings 2 and it Is exactly the same 
as Lemmings, only more so. The lemmings 
themselves are divided into twelve tribes, each 
with different attributes from the other. So it’s 
twelve games in one then, if you discount the 
exactly similar gameplay of each and instead 
concentrate on the unique range of lemming 
powers: circus lemmings spring from 
trampolines and get shot from cannons, shadow 
lemmings pack bazookas, polar lemmings have 
lots of things to do with a snowy theme, beach 
lemmings do things traditionally associated with 
the beach, and so on. Further innovation comes 
In the shape of a new way of scoring - instead of 
the original game’s ‘save the requisite number of 
lemmings or else remain stuck on the level’, 
there’s a ‘start with sixty lemmings per tribe and 
use up as few as possible in order to get a 




When lemmings fall, they fall hard. These, for example. When Lemmings first appeared, the critics hailed it and 

used to be prominent bankers. Now they are disgraced. asked to be taken to a disreputable house in Chepstow. 
































preview 


L 



in the pipeline 



TrotvUm Wobb rips 
through an X~KaUbor 
preview like a hot knife 
through Semtex™. 

T he year is 2097. There are no jobs. 
There are no parks to walk in 
(apparently). A man named Raptor 
terrorises the populace of Neo New 
York. He is evil. Times are bad. A man 
named Slash is our only hope. Things are not 
good - trust me. 

Now’ve not got a downer on Slash, but 
anyone who buys a magic sword (without 
checking the spelling) in the 21 st Century has to 
be a little suspect. Especially when he boasted 
that X-Kaliber can “rip through steel like rancid 
butter”, which could mean anything. I mean have 
you ever tried to cut steel with rancid butter? 

And if you we’re cutting the butter with the 
sword, wouldn’t stale butter be that little bit 
harder than ordinary butter... Anyway I digress. 


Waz, as Slash is known to his friend, is Informed 



“Oh I’ve got no strings to hold me down”. The opening 
scene from Pinnochio HI - Attack of the 50’ Puppets. 


Fatbloke was taken by surprise, little did he expect the 
liposurgeon to be quite so aggressive. 

that his female partner has been kidnapped. The 
constituent parts of the Manga meets Metal 
Hurlant plot now satisfied and it’s time to get on 
with the slightly more important gaming issues. 
Waz is as good as is sword, he sets off the slay 
Mr Raptor In his own unique style of leaping, 
slashing, bashing, gnashing and any other 
dangling participles he can get his grubby little 
mitts on. The levels are huge, the sword strokes 
and range weapons a stern test of your timing. 
There are a variety of guardians, some which 
you have to top up close, others you have 
smash from a distance. Eventually Mr Raptor 



Spin mid-level guardian, spin like a bladed green topped 
deadly thing that shoots spikes with deadly effect. 


and Waz get it on. The good guys win and all’s 
right with the world. 

eurovision song 
contest 

You see it wouldn’t be right here to whitter on 
about the plot or the play mechanics as this is, 
after all, a preview. What it is time to talk about 
is the music. As soon you chuck the cart into the 
SNES slot it pumps out this funky euro-house 
style tune. 

Written by somebody called Psykosonik (we 
rang our friends in Future Music land but they’d 
never heard of them) it sounds like real music, 
not some In-game ditty dreamed up by a 
programmer who could play Stairway To Heaven 


on the recorder. It isn’t the bag I’m into, but it is 
staunch stuff. 

After listening to said tune for a minute, 
bopping the head happily from side to side and 
reading the intro, you get into the options 
screen. There alongside an impressive range of 
options (six difficulty settings, definable controls 
etc) are the choice of six different tunes. 

All are variants on the same theme reach 
which sets the tone for this cyber slash ’em up. 
But for maximum effect you have to listen to it 
loud. Which means head phones. Sadly stereo 
isn’t employed for the effects but It is for the 
tunes, and the results are good. Could this be 
because they’ve hired a real band/musicians to 
do it? Could this be the start of some new 
trend? Hope so. ■ 





facts in the stone 

Publisher: Activision Release: May 

Price: tba 
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Simon Kirrane has been 
boring us all week with 
his prattle about 
typewriters. 


typewriter, no I mean Fife International Soccer. 

In 1874 the first typewriters were produced for 
sale by gunmakers E Remington and Sons... 

After taking the Mega Drive by storm this 
soccer arcade phenomenon has ported over to 
the SNES - complete with improvements: 23 
more crowd chants, a pass meter for judging the 
power of your shots and passes more accurately 
- there are even new animations, including 
players bashing the ground if disappointed, like 
when they get a drink driving ban. 

As well as this there are the five player 
options: 1 player vs 4, 2 vs 2, 5 vs SNES for 
which of course, you will need a multitap. The 
game also gives you the opportunity to play an 
arcade or a simulation - in the simulation the 
players get tired - and this inclusion does 
appear to be a challenge to Acclaim’s Ryan 


The picture above is of a corner, the picture inset is of a 
picture with another on inset. Good. 


I just bought 
myself a Model 
5T Remington 
typewriter and 
am currently 
typing on an Apple 
Macintosh Classic - 
amazing isn’t it, they 
stopped making that 
model of typewriter 
before my mother 
started working back 
in the 1950s and the 
Space Bar still works 
on it. This Apple Macintosh was built In 1991 
and the Space Bar is completely knocked... pfff! 

Anyway before you all tune off because of my 
tangental verbosity I’d better tell you about my 




tfriil/jfyzTaliSim 
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This is the diving header I wrote about down there in that 
babble, great isn’t it? That’s the header not the babble. 


Above left. 
Goooaall! or 
possibly, save! 
I can’t tell 
from this 
angle. I 
couldn’t 
handle being a 
commentator, 
or a caption 
writer for that 
matter. 


H ^ Irl^Til tt E'iiRE ELO ^ 
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This is the half time report, it is only here to show you how Mac/den-like the halftime report is. 
Look isn’t that similar to Madden? Yes, yes it is... mayhap they are related... Oh ho ho ho. 


It’s all too much for the young Brazillian defender and he 
has run off and see his mum for a minute. 


Giggs (reviewed p 46) which itself is going for 
the reality ticket. 

qwertyuiop 

At first the keys were sticking, but I spent the 
weekend cleaning out the mechanism and then 
just typing and typing and it appears to be 
working just fine now. I haven’t written any 
letters yet but as soon as I get myself a new 
ribbon then I should be all set, once I’ve found 
somebody I can write to... 

Fifa International Soccer is being released just 
in time for the world cup and Includes 40 
different international sides each having its own 
abilities, strengths and weaknessess. So you 
can battle it out with your favourite international 
squad either In friendlies, round robins or league 


matches and you can then go on to save the 
game - which Is always handy, especially when 
tea time comes around. 

The game is also bragging about 2,000 frames 
of animation and ‘realism and authenticity never 
before seen in a soccer video game’ which all 
sounds pretty high falutin’ but is actually talking 
about special moves such as trapping the ball 
with the chest or leg and pulling off tricky 
manouvres such as bicycle kicks, sliding tackles, 
diving headers (such as the fabbo one I pulled 
off that is featured on the front of the magazine - 
I really did make that move and I’d only been 
playing for a few minutes, what a guy) all pretty 
smart stuff that gives you a sense of fulfillment, I 
mean it’s always nice in a soccer game when 
you stick one in the back of the net but when 
you float it, volley it, chip it, sneak it, head it or 


even diving header it in, it’s always a great 
ego boost. 

Philo Remington started making typewriters in 
1873 and his work meant that five years later he 
could release upon the world the first typewriter 
with a Shift key allowing upper and lower case 
letters to be typed. 

You might not believe this but Electronic Arts 
have got so wound up in the whole business of 
crowd sound in video games that they have 
started naming it and handing out for the 
names, for example EA SPORTS’ 
StadiumSound^'^ and Cheering^'^ are both ways 
in which EA have tried to enhance game play by 
replacing that strange whooshing, crackly noise 
for actual crowd samples - it seems a bit 
pedantic though putting everywhere (it miffs 
me slightly because I don’t have a key on my 
Remington, back in the pre 50s there weren’t as 
many trademarks on things). Still If they are that 
impressed by their handiwork then they should 
boast about it, even on Ocean games, like this. 

As far as an Independant judgement of all this 
goes though you’ll have to wait untill next month 
when we will bring you a completely impartial 
review - if I can hook my Remington up to this 
Mac I might even write it myself. ■ 


unmarked in the box 

Publisher: Ocean Release: Mid-June 
Price: tba 





I always loved that film WargameSj it was a bit twee in places but I think that it brought across the fears of the world’s 
teenagers in the midst of a dangerous cold war. Still I don’t know what it’s doiung in here, Jon! Jon! 





































[^game zone 


( 

iB reviews] 



Simon Kirrsme once went 
on an Iron John weekend 
and spent his time 
running around a forest 
banging drums and eating 
steak. This was at the 
jamboree in Baia, 197S. 



Jungle book 


A common motif in this very symbolic 
world is that of the dichotomy 
between the innocent savage, the 
naivety of the beast combined with 
its wily animal savvy. There are lots 
of cases of ‘savage’ men who have had means 
beyond those first perceived, Joe (Pip’s brother 
in law) from Great Expectations, Savage in Brave 
New World, John Ram bo in First Blood and of 
course Tarzan. 

Now the Game Boy has attempted to explore 
this theme by bringing us Jungle Book or rather 




the adventures of Mowgii the savage beastboy 
who harbours a profound love of Jazz. 

The whole Idea is that these earthy blokes 
have more going for them than the regular 
domesticated version. Joe’s worldly wise, 
Savage has principles, Rambo can kill with his 
bare hands, Tarzan can yodel and Mowgii, well 
mowgii has a swinging jazz voice man. 



hit the road jack 

Mowgii was first seen performing In a bar in New 
Orleans as recounted in Jack Kerouac’s On The 
Road. ‘We hit this crazy bar man and all these 
cats were swinging and we were mad and happy 
and sad and then out of the blue came this 
savage angel of the jungle. Sol and Benny dug 
and dug him and his fantastic vine climbing 
abilities and the graphics were very well done as 
well. The levels where all challenging and long 
too, man it was like a fabulous lifetime of jazz 
savagery wrapped up in a Game Boy cart.’ 

Well OK I made that all up but the levels are long 
and the graphics are very professionally turned 


out, Mowgii’s cat like movement has been 
captured on the cart and I challenge anyone 
to do it better, Dicken’s, Huxley, Rice 
Burroughs anyone. 

Along with the early dichotomy we touched 
upon there is also the idea of man and his 
surroundings. The idea that an earthy ‘natural’ 
man in a natural environment is a very beautiful 
thing - this kind of thinking is reflected in last 
year’s craze of estate agents stripping down to 
leather thongs and leaping around Berkshire and 
is also reflected in JB. Mowgii as well as having 
the swinging voice (which Is sadly absent from 
the Game Boy) has also got swinging vines. The 
animation of Mowgii moving through his 
environment is at its greatest when he Is using 
his environment to move along: swinging on 
vines, climbing up ropes and generally using a 
prop to move. 

There are some control problems and 
although getting the catboymonkeymanchild to 
leap up is no problem, getting him to leap 
across is, it’s an insurmountable problem. There 
appears to be a certain knack to getting the 
swinging boy wonder to go exactly where you 
want him to, unfortunately this knack is beyond 
the ken of normal men. Obviously with a 
horizontally scrolling game this can hamper your 
progress. Jungle Book is a horizontally scrolling 
game. There are also problems when it comes to 
edges. Mowgii looks like he can stand quite near 
to the edges of cliffs and precipices etc, and he 
can and sometimes he can’t. 

Strangely, despite the fact that jumping 
horizontally is a problem - combined with the 
difficulties of judging edges - the programmers 
have included these as intrinsic elements of 
gameplay. This is rather tiresome. 


So there you are, a lovely looking and 
proficient game that is long and challenging 
95% and annoys you a lot because of the 
































































SUPER NINTENDO 
DEALS 

SUPER NES MARIO ALL STARS PACK 
WITH SUPER MARIO 1,2 AND 3 
PLUS LOST LEVELS GAMES 
AND ONE JOYPAD. 

WITH FREE SCOPE 6 LIGHT GUN AND 6 GAMES .114.99 

SUPER NES STARWING PACK 

WITH STARWING AND ONE JOYPAD.95.99 

SUPER NES ALADDIN PACK 

WITH ALADDIN AND ONE JOYPAD.114.99 

SUPER NES STREETFIGHTER TURBO PACK 

WITH STREETFIGHTER TURBO AND ONE JOYPAD. ...129.99 

ALL GENUINE UK VERSIONS 

FOR A PIXEL PERFECT PICTURE CHOOSE A SCART TELEVISION 




FREE 



SCOPE 6 
LIGHT GUN 
AND 6 GAMES 
WITH EVERY 
SUPER NES MARIO 
ALL STARS PACK 

(WHILE OFFER LASTS) 



SONY 

KVM1400 14” 
FST COLOUR 
TV/MONITOR 
WITH REMOTE 
CONTROL. 


SUPER NES GAMES 
• = NEW GAME 


ADDAMS FAMILY . 37.49 

ADVENTURES OF DR. FRANKEN . 39.99 

AERO THE ACROBAT . 49.99 

AGURI SUZUKI F1 RACING . 32.99 

ALADDIN . 41.99 

ALFRED CHICKEN . 44.99 

ALIEN 3. 43.99 

ALL USA FOOTBALL • . 40.99 

ASTERIX . 39.99 

BATMAN RETURNS . 40.99 

BATTLETOADS IN BATTLEMANIACS . 34.49 

BUBSY BOBCAT . 33.49 

BUGS BUNNY* . 41.99 

CHAMPIONS SOCCER • .44.99 

CHAMPIONSHIP POOL . 44.99 

CHESSMASTER . 37.49 

CHUCK ROCK . 36.99 

CLAYFIGHTERS • . 41.99 

CLIFFHANGER . 36.99 

COOL SPOT . 37.99 

CYBERNATOR . 40.99 

DESERT STRIKE . 37.99 

DRACULA . 36.99 

DUNGEON MASTER • . 41.99 

EQUINOX . 39.99 

F-ZERO . 32.99 

FI POLE POSITION • . 39.99 

FLASHBACK . 39.99 

GOOF TROOP . 41.99 

GP1 . 37.99 

HOOK . 32.99 

HUDSONSOFT VIRTUAL SOCCER • . 39.99 

JIMMY CONNORS PRO TENNIS TOUR . 40.99 

JOHN MADDEN-93 . 24.99 

JURASSIC PARK . 43.99 

KEVIN KEEGAN PLAYER MANAGER . 40.99 

KRUSTY’S FUN HOUSE . 29.99 

LAGOON . 51.99 

LAMBORGHINI . 41.99 

LAST ACTION HERO . 36.99 

LEGEND OF THE MYSTICAL NINJA* . 38.99 

LEMMINGS 2 . 39.99 

LETHAL ENFORCERS (WITH LIGHT GUN) * .64.99 

LOST VIKINGS . 33.49 

MADDEN NFL 94* . 41.99 

MAJOR TITLE GOLF ... 43.99 

MARIO ALL STARS ... 41.99 

MARIO IS MISSING ... 44.99 

MARIO PAINT WITH MOUSE . 49.99 

MEGALOMANIA . 43.99 

MICKEY'S MAGICAL QUEST . 41.49 

MIGHT AND MAGIC 2 53.99 

MORTAL KOMBAT. 44.99 

MR NUTZ . 37.99 

MYSTIC QUEST . 33.49 

NBA ALL STAR CHALLENGE . 43.99 

NHL ICE HOCKEY '94* . 41.99 


NHLPA ‘93 ICE HOCKEY . 24.99 

NIGEL MANSELL'S WORLD CHAMPIONSHIP ...33.49 

OGRE BATTLE *. 49.99 

PEBBLE BEACH GOLF . 41.49 

PGA TOUR GOLF . 24.99 

PILOT WINGS . 33.99 

PINBALL DREAMS . 36.99 

PINK PANTHER . 44.99 

PLOK . 33.99 

POP N' TWINBEE . 40.99 

PUSH OVER . 33.99 

RANMA1/2 . 44.99 

REN AND STIMPY . 43.99 

ROCK AND ROLL RACING * . 37.99 

RUN SABER * . 44.99 

SENSIBLE SOCCER . 39.99 

SHADOWRUN . 49.99 

SIM CITY . 32.99 

SKYBLAZER . 36.99 

SOCCER KID* . 37.99 

SPACE ACE* . 44.99 

SPEEDY GONZALES * . 41.99 

STARWING . 33.99 

STREETFIGHTER 2 .41.99 

STREETFIGHTER TURBO .49.99 

STRIKER . 40.49 

SUNSET RIDERS . 42.49 

SUPER BOMBERMAN (FOUR PLAYER GAME) ...35.99 

SUPER EMPIRE STRIKES BACK * . 50.99 

SUPER MARIO KART . 33.99 

SUPER MARIO WORLD . 34.49 

SUPER NBA BASKETBALL . 41.49 

SUPER PARODIOUS . 32.99 

SUPER PROBOTECTOR . 37.49 

SUPER PUTTY . 44.99 

SUPER SMASH TV . 37.49 

SUPER STAR WARS . 40.99 

SUPER TENNIS .32.99 

SUPER TURRICAN • .44.99 

SUPER WWF WRESTLEMANIA . 34.99 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS * . 49.99 

THOMAS THE TANK ENGINE.39.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE . 40.99 

TOP GEAR 2 . 41.99 

TOTAL CARNAGE . 43.99 

TUFFENUFF* 41.99 

ULTRAMAN . 19.99 

VEGAS STAKES . 33.49 

WING COMMANDER SECRET MISSIONS . 44.99 

WINTER OLYMPICS .44.99 

WOLFENSTEIN 3D.44.99 

WORLD LEAGUE BASKETBALL . 32.99 

WWF ROYAL RUMBLE . 53.99 

YOSHI’S SAFARI (SCOPE 6 GAME) . 34.49 

YOUNG MERLIN . 51.99 

ZELDA 3 - LINK TO THE PAST . 33.99 

ZOMBIES . 40.99 

ZOOL . 36.99 




GAMEBOY + FREE GAME 


GAMEBOY WITH BATTERIES AND FREE 

SUPER MARIO 2 LAND GAME .39.99 


ALL GENUINE UK VERSIONS 


GAMEBOY WITH BATTERIES 
AND FREE ZELDA - LINK'S 
AWAKENING GAME .39.99 


GAMEBOY GAMES 

•=NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY'S 


SCAVENGER HUNT . 23.49 

ADVENTURE ISLAND 2 . 20.99 

ALFRED CHICKEN . 23.99 

ASTERIX . 23.99 

BART AND THE BEANSTALK • . ..23.99 
BATMAN - 

THE ANIMATED SERIES . 21.99 

BATTLETOADS . 14.99 

BATTLETOADS IN 

RAGNAROK'S WORLD . 21.99 

BEST OF BEST KARATE . 18.99 

BLUES BROTHER’S JUKEBOX * 19.99 

CASTLE QUEST.20.99 

CASTLE'i/ANIA 2 . 21.99 

CHUCK HOCK . 20.99 

CLIFFHANGER . 20.99 

DAFFY DUCK - 

THE MARVIN MISSIONS * . 22.99 

DARKWING DUCK . 25.49 

DR. FRANKEN 2 . 23.99 

DR. MARIO . 20.49 

DRACULA . 20.99 

DUCK TALES . 18.99 

EMPIRE STRIKES BACK . 21.49 

F1 POLE POSITION • . 21.99 

FELIX THE CAT . 20.99 

FIDGETTS . 23.49 

FIREFIGHTER . 23.99 

FLINTSTONES . 18.99 

FORMULA 1 RACE 

(WITH FOUR PLAYER ADAPTOR) 25.49 
FRANKY, JOE AND DIRK 

ON THE TILES . 20.99 

GARFIELD . 24.99 

GEAR WORKS .. 20.99 

GOAL . 21.99 


GOLF . 18.49 

HUMANS . 21.99 

INDIANA JONES AND 

THE LAST CRUSADE* . 19.99 

JURASSIC PARK . 25.99 

KIRBY'S DREAMLAND . 20.49 

LAMBORGHINI . 21.99 

LAST ACTION HERO . 20.99 

LEMMINGS . 22.49 

LOONEY TUNES . 21.99 

MARIO AND YOSHI . 20.49 

MEGA MAN 2 . 20.49 

MERCENARY FORCE . 21.99 

MONSTER MAX* . 19.99 

MORTAL KOMBAT . 26.99 

MUHAMMAD ALI BOXING .22.99 

MYSTIC QUEST . 25.49 

NFL QUARTERBACK CLUB •.23.99 

NIGEL MANSELL'S WORLD 

CHAMPIONSHIP . 22.49 

NINTENDO WORLD CUP . 20.49 

OTHELLO . 11.99 

PANG . 20.99 

PIERRE LE CHEF - 

OUT TO LUNCH . 23.99 

PINBALL DREAMS . 21.99 

POWER PAWS* . 23.99 

PREHISTORIC MAN • . 19.99 

PRINCE OF PERSIA . 21.49 

ROAD RASH .. ..21.99 

SENSIBLE SOCCER . 20.99 

SPEEDY GONZALES . 26.99 

STAR TREK . ..18.99 

STAR WARS .. ..22.49 

SUPER JAMES POND . 23.49 

SUPER MARIO LAND . 20.49 

SUPER MARIO LAND 2 . 25.49 

SUPER RC PRO-AM . 21.99 

TEENAGE MUTANT HERO 


TURTLES - RADICAL RESCUE ...21.99 


TENNIS . 19.49 

TERMINATOR 2 . 16.99 

TESSERAE . 17.99 

THE SIMPSONS - 

ITCHY AND SCRATCHY . 23.99 

TINY TOON ADVENTURES . 21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS 21.99 

TITUS THE FOX . 21.99 

TOP RANKING TENNIS . 20.49 

TRACK AND FIELD . 24.49 

TROLLS . 23.99 

TURTLES 2 . 18.99 

ULTRA GOLF* . 22.99 

VIKING CHILD . 21.99 

WWF KING OF THE RING . 23.99 

YOSHI’S COOKIE . 18.49 

ZELDA ■ LINK'S AWAKENING ...22.49 
ZOOL . 21.99 


SAITEK 
BOOSTER 
BOY 
HOUSES 
CONSOLE. 
TURNING 
IT INTO A 
TABLETOP 
MACHINE WITH SCREEN LIGHT 
AND MAGNIFIER, MINI JOYSTICK. 
SOUND AMPLIFIER AND SPACE 
FOR CARTRIDGE AND EARPHONE 
STORAGE. REQUIRES GAMEBOY 
MAINS ADAPTOR OR BATTERIES. 
22.99 



60 CHANNEL TUNING, REAR SCART INPUT. 
HEADPHONE SOCKET. TWO POSITION 
TILT. BLACK TRINITRON SCREEN. LOOP 
AERIAL 

FREE SCART LEAD 

(STATE AMIGA, ST. MEGADRIVE OR SNES). 

SONY TV (GREY) .194.99 

SONY TV (WHITE) ...194.99 
SONY TV WITH 
FASTEXT .249.99 


SUPER NES EXTRAS 

JOYPADS 

[ DRAGON SPEEDPAD 
(WITH AUTOFIRE) . 9.9 


FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 




LOGIC 3 LOGIPAD SN 

FOR SNES. FULLY MICROSWITCHED 

JOYPAD. WITH AUTO FIRE. 13.99 


NINTENDO 
CONTROL PAD 
15.99 ' 


NINTENDO SCOREMASTER 
JOYSTICK + SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 


PHASE 9 OBLITERATOR WITH 
AUTOFIRE(TWO SPEED) & SLOW 
MOTION. 13.99 


QS160 SUPERCON2 

JOYPAD (WITH SLOW MOTION 

AND AUTOFIRE) .10.99 


QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE 
REQUIRED. 28.99 

QUICKJOY SN PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE AND 
SLOW MOTION.35.99 

TURBO TOUCH 
360 (TOUCH 
SENSITIVE JOYPAD 
WITH AUTOFIRE) 18.99 


PHASE 9 PHANTOM 2 JOYPAD. 
CLEAR DESIGN. LARGER SIZE 
PAD WITH AUTOFIRE AND SLOW 
MOTION 13.99 


LOGIC 3 PHANTOM SN WITH 
AUTOFIRE AND SLOW MOTION 
(MICROSWITCHED) 16.99 
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ININTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. ...39.99 


LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT 9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 

NINTENDO STEREO AUDIOA/ISUAL LEAD 

FOR SUPER NES (INCLUDES SCART/EURO 

CONNECTOR AND RED/YELLOW/WHITE PHONO 

STEREO & VIDEO LEAD) . 15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 

PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC) . 6.99 


LOGIC 3 MULTI CASE CARRY BAG . 12.99 

GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES. 

CREDITS ETC. BOOK OF CODES INCLUDED) . 37.99 


CHELMSFORD CLUB SHOP 

OPEN lOam til Spm 7 DAYS A WEEK 



43 Broomfield Road, 
Chelmsford, Essex. 

The biggest range in Essex! 



Sfiecicd H&Leme memLe/ui ocm have oilUtU.. am 

® READ HRG Regular Club Magazine 
CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase could save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. ' XS Super Savers. Money-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That s why over 200,000 people have joined Special 
Reserve, the biggest games ciub in the World! 

0279 600204 

OPEN 10am til Spm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SA WBRIDGEWORTH SHOP CHELMSFORD SHOP 

2 South Block, The Maltings 43 Broomfield Road, 

Sawbridgeworth, Herts Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 



MEMBERSHIP FE|S 


6 MONTHS 
TRIAL 

MEMBERSHIP 


ONE YEAR 
ANNUAL 
MEMBERSHIP 


TWO YEARS 
WITH FREE 
HARD BINDER 


UK MEMBERS 4.00 


7.00 14.00 


OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 


r WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 

■ (PLEASE PRINT IN BLOCK CAPITALS) i i. 


Name. 


Address. 


.Postcode 


Phone_Machine. 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.001 



item 


item 


item 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 

£ 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No_) 


Card 

expiry date_Signature_ 

Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


We only supply official UK products. Official suppliers of all leading brands. We sell games and peripherals all at amazing prices for Megadrive, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. And we sell T-shirts, Manga Videos and cuddly toys! 10.2.94 











































































































































































































































































































race to hit this side of the universe! 


the test as you scream through the 


meanest streets on Earth... and beyond! 


weapons you buy, and with each victory 


you progress to the next amazing moon. 


© 1992 Interpiay Productions, !nc. 

Al! rights reserved. 

ROCK 'N' ROLL RACING is a trademark 
of interplay Productions, Inc. 


2 CASTLE STREET • CASTLEFIELD • MANCHESTER ■ M3 4LZ • TELEPHONE: 061 832 6633 • FAX: 061 834 0650 


















S o Japanese manga cartoons are 
trendy now, but what’s going to 
be the next big thing? Well this 
month, Simon, yes, Mr Kirrane, 
has put his money where his mouth is and 
takes us all for a mystery tour of 
tomorrow’s trend - retro 50’s cultural 
crossover cartoons. And leading this 
assault will be a single star, a man already 
making big waves on MTV and 
Nickelodeon, Speed Racer. 

Speed who? Yeah, I must admit that 
was my reaction when Mr K first got all hot 
under the collar about Speed Racer's 
potential as a Game Zone cover star, but 
then I really thought about It. The Images 
look good with clean Tin Tin-style 
animation, solid single colours and scripts 
that are crammed with Biggles-esque 
‘Goshes’. Speed Racer is best described 
as the Famous Five Go Mad at the Wacky 
Races. With terrifyingly simple plots, pure 
heroes and despicable villains It’s similar 
to the old Batman TV series: camp, a little 
naff, but fun regardless. 

Loosely based on a fictional motor¬ 
racing season, Speed Racer and his 
amazing car the MACH 5 do battle with the 
likes of the fiendish Racer X both on and 
off the track. Which makes it ideal fodder 
for the convertors. It offers a classic 
cartoon style along with both driving and 
platform fighting action. So sit put back, 
put some Johnny Ray on the hi-fi, pull on 
your Brando T-shirt and get ready for the 
thrill packed adventure of a feature that is 
Speed Racer And The SNES. 

If you want to know more before the 
game comes out. Speed Racer is already 
showing now on cable and satellite TV 
stations. And it looks pretty darned good, 
so all you dish-folk out there should check 
out an episode or two. 

but wait, 
there’s more 

Before I go any further I’d just like to say 
that last month we gave a game the wrong 
score. Yes, as ridiculous as it may seem, 
foolish an idea as it is to entertain, we did, 
as a matter of fact, in the cold light of day, 
cock up on the percentage front. Which 
game was it? What score should we have 




given? Well you’ll have to wait until the 
next paragraph to find out. 

Sorry about that. The game in question 
was Wolfenstein. Now last month we gave 
this game a massive 86. A high score I’ll 
agree, and one if anything we thought may 
have been a little too generous. There was 
just some nagging doubt about the game, 
we knew that there was something but we 
couldn’t quite put our finger on it. We 
trusted our instincts though and stuck with 
the initial score. Now it appears we have 
misled you. Wolfenstein isn’t worth 86 at 
all. It’s worth far more. 

Working on a games mag is a mixed 
blessing. We get to see all the latest 
software for the SNES, which is rather 
neat. But we never get the chance to really 
play them, which Isn’t. Sure we get to have 
a good play at the reviewing stage, but by 
the time an issue’s finished we’ve no time 
to go back and play the ones we really 
liked. Until now these games have been 
restricted (by sheer force of will, ’cos were 
so darned hard) to the software shelves for 
tipping. Wolfenstein wasn’t about to stand 
for any of that. 

Even while we were packing the last few 
pages of GZ17 off to the printers, the 
Wolfenstein cart could be heard from the 
other side of the room its attract mode 
calling out with snarling dogs and 
concussive machine gun fire. For some 
reason it was irresistible. We went back. 
We played. We were conquered. 

so what’s all this 
leading up to? 

That’s why you’ll find the highest quality 
Wolfenstein maps adorning GZ’s pages 
this month - we’ve been playing It too 
much. Simon, Jonathan and I have been 
clustered around the monitor, hunting the 
evil Nazi scum, with two spotters and one 
driving - ail three screaming really helpful 
advice like, “Chain gun the bast,” and, 

“Run away”. We thought this was fun - 
then we played with the headphones from 
the TV. The effects became something 
special. The groan of a zombie on your left 
would really warn of an attack from that 
side, the snarl of a dog (sorry, rat) enough 
to make you cower under a nearby desk. 


Now this isn’t just mindless Wolfenstein 
hype but leads to a very important 
question. Can you play your games 
through headphones? Does your TV allow 
you to plug directly in to your games? If 
so, check out ail your old carts using them. 
Sure, we all know how good SNES sound 
effects are, but when was the last time you 
really listened to them? They can make a 
good game great. And that is, after all, 
what we’re after. 

and the rest 

And there’s more. Unfortunately we 
haven’t managed as yet to secure the our 
long-awaited Interview with David Braben 
- you know, the bloke behind Elite, the 
most successful computer game of all 
time - but he has promised us an 
exclusive chat as soon as a few of those 
contract things get sorted. Stay tuned for 
more news on that. Nintendo want to meet 
us too, and are eager to tell us their side of 
the Project Reality story - what It will be 
able to do, when it will be available, etc - 
and we’re going down their way a scant 
few days after we send this Issue to the 
printers. We’ll have a full report, ready and 
running, for next month’s ish. 

April isn’t about to embarrass itself 
though and this time around you can look 
forward to a totally controversial review of 
Mega Man X from Capcom. We don’t think 
it’s as hot as others have made out. If you 
don’t want to make an expensive import 
mistake, turn to p. 32 as soon as you can. 
On top of this we have such violent bullet- 
fests as The Chaos Engine, Choplifter 3 
and Desert Fighter, all of which try to 
make a killing out of, well, killing actually. 
Even Ryan Giggs makes a stunning bound 
in fitness and Is now ready to play in a 
review match. 

And if you’re stuck on a game, then our 
huge 17-page tips section should sort you 
out. On something. Gameish. 

Enough. 

Of this. 

Goodbye. 

Same time next month. 

TVenton Webb, Editor. 



